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the original Heroes of Might and Magic an all-time strategy 

classic. Scores of new THE WORLDS 
hero and monster types, alliance formation for team play, 

enlarged combat maps, increased multi-player options, and 

a flexible “World Builder” OF MIGHT 
module are just a few of the reasons why Heroes of 


Might and Magic II will be a prized addition to your 


CD-ROM treasure trove. AND MAGIce 


“It is possible to make a great game even better.” 
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MARK My WORDS 


When We Were Young 


hile visiting a shopping mall last week, I noticed a small boy, maybe about 
eight years old, tearing open a Magic booster pack. I watched as he ripped 
open the packaging and began studying his new acquisitions. He stared 

intently at each card, taking great care to soak in the ramifications of what 


each new card had to offer. 
It reminded me of a part of Magic that 
I haven't experienced in several years: the 
wonder of discovery, the joy of ripping 
open foil packs eager to find what new 
developments await my favorite game. 
And though I’m now a member of 
WotC’s Research & Develop- 
ment team, I wasn’t always a 
“behind-the-scenes” type 
guy. I first got involved 
with Magic in ’93— 
shortly after Magic’s 


initial release—at a 
gaming convention held 
over Labor Day weekend 
in Los Angeles. 

I'd been working part 
time in a game store and 
had several customers com- 
ing into the store asking 
about the game. I got a glimpse 
of Magic at a comic book con- 
vention a few weeks earlier, but 
I hadn't been able to get my 
hands on any cards as they sold 
out fast in the few stores that had even 
bothered to carry it. 

But as I walked into the open gaming 
area at the L.A. convention, I noticed a 
small cluster of people playing Magic. 
Nothing official was planned as the game 
was too new to hold an organized tourna- 
ment, but some players were trying to 
throw a competition together anyway. 
Interested to finally see someone play the 
game, I sat down and watched. 

Somewhat confused, I ended up asking 
a woman if she would mind teaching me 
the game. She told me that if I bought 
some cards she would explain the basic 
rules to me. I bought $20 worth of cards 
(about what I assumed one would spend 
on a game; I would later kick myself that 
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I didn’t buy every Alpha pack I could’ve 
gotten my hands on) and returned to the 
table where she was playing. 

Halfway into our session she was called 
away, so a gentleman from a nearby table 
volunteered to continue my lesson. 
The very first thing he taught me 
was to keep my cards spread far 
apart, as a friend of his had a 
card played on him which 

was flipped onto the table 
destroying any cards it 
touched. I didn’t even learn 
the name of the card 
(Chaos Orb, for those 
wondering) until weeks 
later, but I respected the 
legend of the card enough 
not to question it. 
By the end of the day I'd 
gotten my feet sufficiently wet 
enough to feel I had a basic 


Portrait of the Editor understanding of the game (I 
as a Young Man 


would learn otherwise many 
times over the next few 
months). Three days later I called around 
hoping to find another store with more 
cards for sale. I ended up having to wait a 
month until the release of Beta. 

All these memories raced through my 
mind as I watched the young boy enjoying 
his new cards. It’s my hope that The 
Duelist can be part of this joy of the game. 
Whether it’s learning about new cards for 
the first time or hearing about things that 
happened “at Wizards of the Coast,” I 
want players to associate The Duelist with 
discovery. If Magic is a game about explo- 
ration, can it hurt to have.a really good 
travel guide? 


OWek bout 


MARK ROSEWATER 
Editor in Chief 
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Once upon a time, 


in an enchanted kingdom, 
there lived a big bosomed 


lady and some gerbils. 
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Enter a severely fractured fairy tale. 
Discworld® II: Mortality Bytes is the 
graphic adventure with cheek. Over 
100 hours of hilarious gameplay 


immerse you in a bizarre realm where 


dozens of bawdy characters face life 


without Death. Yes, Death has gone on 


holiday. And the hapless magician 


Rincewind must find a way to restore 
order in the world. You'll be dazzled by 
25,000 cells of hand-drawn animation. 
You'll be delighted by the fiendishly 
clever puzzles. You'll be deeply offended 
by the vocal stylings of Eric Idle. 
Discworld II: Mortality Bytes 


It’s magical. It’s enchanting. It’s sick. 
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Never Any Doubt 

Rebecca Guay. Rebecca 
Guay, this month’s cover 
artist, never wavered in 
her pursuit of capturing 
art as a dream job. 

“T think I knew I 
wanted to do illustrations 
since I was five,” said 
Guay, a 1992 graduate of the prestigious 
Pratt Institute in Brooklyn, New York. “My 
mom—Diane Russell—is an artist and I 
think she encouraged me the most.” 

Always drawn toward classical illustra- 
tions and mythological subject matter, Guay 
(pronounced “Gay”) grew up in Ipswich, 
Massachusetts, one of the country’s oldest 
colonial towns. Currently she resides in 
Amhearst. 

“Ipswich is probably where I got my inter- 
est in colonial and mythological subjects,” 
said the twenty-six-year-old artist, whose 
inspirations include N. C. Wyeth of “Rip 
Van Winkle” fame. “When that sort of stuff 
surrounds you most of your life, you can't 
help but develop an interest in it.” 

She’s always had the impulse to draw 
illustrations for children’s books, and her 
work has migrated more and more toward 
the fantasy market. 

“I was aware of it [fantasy market], but I 
didn’t know my work would fit in so well,” 
she said. “I’ve done some story illustrations 
for a children’s magazine called Cricket, and 
have done work for both Marvel Comics 
and DC Comics [she served as “Black 
Orchid” artist for eighteen months]. But the 
work I do for Wizards is my favorite.” 

This month's cover image stems from 
Phantom Monster, one of three Fifth Edi- 
tion cards Guay illustrated for the set. She’s 
also drawn cards for Alliances (eight cards) 
and Mirage (four). 
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“The actual card [Phantom Monster, 
see p. 62] shows him from the back; for the 
cover, I had to show him from the front,” she 
said. “I wanted to give him an air of mystery 
and power. He’s not supposed to be a neces- 
sarily threatening creature, but I wanted him 
to have a real presence...and, I guess, 
emanate some strength.” 

Mission accomplished. 


The Magic Mechanic 

Eric Tam. When Eric 
Tam writes about Magic, 
people should read his 
words carefully. He knows 
what he’s writing about. 

The 1995 Canadian 
National Champion, Tam 
once more qualified for 
the always-difficult Magic World Champi- 
onships last summer and battled all the way 
to the prestigious Round of 8. For his 
efforts, he walked away with $5,500; he also 
earned the respect of Magic players every- 
where for his talented moves. 

A nineteen-year-old student at McMaster 
University in Hamilton, Ontario, Canada, 
Tam is enrolled in the Arts & Sciences pro- 
gram there, but spends much of his time 
boning up on Magic mechanics. A com- 
petitor in each of the Pro Tour events thus 
far, he’s proven himself time and again. 

“Patience and the ability to stay focused 
and collected are a must,” he said, when 
asked what traits Pro Tour players must 
possess. “Being an idealist, I’ve also always 
maintained that creativity in deck construc- 
tion and a good sense of deck-building skills 
are also necessary to be competitive.” 

In this issue, Tam writes about “personal- 
izing” one’s deck. “The Magic of Creativity,” 
starting on page 56, shows shortcuts one can 
take toward building an original deck. It’s a 
must read for those interested in improving 
their game. 

Asked about any long-term goals involv- 
ing the Magic Pro Tour, Tam said: “I'd like 
to do what everybody else on the Tour 
wants to do: Stay on it! But if my luck cuts 
out on me and I drop off the face of the 
Magic world, I'd still consider myself lucky 
for the enjoyment and the opportunities the 
game has given me.” 
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Descent’ game yy 
engine landed in AD&D" 
game's most famous world, 


the FORGOTTEN REALMS... 


..it left in its wake the most 
revolutionary new RPG game to date. 


[ity pel ons 


Il the wizards and magicians in the Realms could never have predicted what happened that 
Prrisiea night in the dungeons of Undermountain. After all of their spells, conjuring,and 
attempts to see the future, the future literally crashed down upon them. With deadly force. 

It left an indelible mark. It affected their vision. Their movement. Their way of ; 
life and death. It changed their history as well as their future. i 

Introducing DESCENT TO UNDERMOUNTAIN”, the most revolutionary new AD&D* 
FORGOTTEN REALMS action RPG game in centuries. Based on the hugely successful B 

engine, the dark inhabitants of Undermountain’s s 

now experience 3D vision and 360° movement. P 
was the strange visitor from the future. Perhaps just the 
trauma. But multiple characters are now developing in the 
cracks and under the rocks of ancient caves. 

All of this, along with multiple player options has forever changed the face of the AD&D* FORGOTTEN REALMS world. 
What came down from the hereafter that fateful night, is certain to continue down into history. And down. And down. And down. 


— 


@ THE AWARD WINNING DESCENT” MEETS THE MOST FAMOUS AD&D” WORLD, 
THE FORGOTTEN REALMS* 

@ Fut 3D, 360° First PERSON ACTION BASED ON THE HUGELY SUCCESSFUL 
DESCENT™ ENGINE 

@ CHARACTER DEVELOPMENT IN OVER 20 DIFFERENT MAGIC-RIDDEN DUNGEON LEVELS 


- @ First AD&D" acTION RPG wITH uP To 4 PLAYER MODEM/NETWORK OPTION 


Available on PC CD-Rom 


Download the interactive preview at www:interplay.dragonplay.com 


& Lr (©1996 Interplay Productions. INTERPLAY is a trademark of Interplay Productions. All rights reserved. Licensed and distributed by interplay Productions. All rights reserved. DESCENT TO UNDERMOUNTAIN, ADVANCED 
BY GAMERS. FOR GAMERS,” DUNGEONS & DRAGONS, AD&D, FORGOTTEN REALMS, and the TSR logo are trademarks of TSR Inc. All nights reserved. All other trademarks are the property of their respective owners, 
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LETTERS 


Playing Games 
just thought everyone who 
4_reads your magazine should 
know that the Mirage rule- 
book contains something very 
funny. Just look in the index 
under “Ornithopter” and do 
what it says. Soon you'll get 
the joke. 
CHRIS BROWN 
Brandon, Florida 


Yes, you have to watch those 
Magic editors. They're a sneaky 
bunch. 


Art Appreciation 
\ fter reading Melody 
L£ \Alder’s article in Duelist 
#13, I was excited to see the 
artwork of Mirage. Then I 
looked over the card list you 
printed in the same issue and 
I was thoroughly confused. 
Where is Quinton Hoover?! 
The article stated: “That’s 
when Harkey gets the 
description and couples the 
right artist with the right 
piece.” Since there are over 
350 pieces of new art in 
Mirage, why wasn’t Hoover 
one of the “right” artists? 
DANIEL W GOLDBERG 
Rockford, Illinois 


You'll be happy to know that 
Quinton Hoover's work will 
appear in upcoming Magic 
products and expansions. With 
the worldwide popularity of 
Magic, the art directors at Wiz- 
ards have been able to attract 
many incredible fantasy artists. 
We're excited about the beautiful 
illustrations we're receiving 
from some fantastic new artists 
and hope you can appreciate the 
quality as much as we do. 


The Gathering 


1 a twenty-year-old 
marine with Marine 
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Tactical Electronic Warfare 
Squadron 4, currently 
deployed to Aviano, Italy, in 
support of Operation: Joint 
Endeavor. I have been an avid 
follower of Magic: The Gath- 
ering since April of 1994 but 
have never considered it more 
than a hobby until recently. At 
the religious services held here 
at Aviano, the chaplain con- 
stantly quotes from the bible, 
“Blessed are the peacemakers; 
for they shall be truly called 
sons of God.” It is we who are 
enforcing the peace, but you 
who should be called peace- 
makers. Here’s why: 

A friend and I entered a 
local establishment to play a 
couple of games of Magic. 
Upon entering, we were 
almost immediately harassed 
by some locals who were justi- 
fiably upset about a couple of 
recent incidents involving 
Americans. Despite this, my 
friend and I set up on a small 
table away from the locals. 
When the locals realized this, 
two of them approached. We 
were braced for conflict until 
they tentatively asked if we 
were playing Magic. They 
then asked if they could join 
us and play a couple of sets, 
whereupon the rest of the 
locals joined us and we played 
the largest free-for-all I had 
ever played. My friend and I 
have standing invitations to 
return and play anytime— 
and we do so constantly. 

I do not think I have seen 
such a feat—that a large 
group of hostile people could 
become peaceful and friendly 
upon seeing the back of a 
card. It amazes both my 
friend and me that this hap- 
pened, and we both wish to 
profoundly thank its creator, 


Mr. Garfield, and all those 


who have any part, large or 
small, in it being a world phe- 
nomenon. You have the grati- 
tude of many marines from 
VMAQ-4 and the people of 
Aviano, Italy. 
RICHARD H. DALEY 
LCPL/USMC 
Richard Garfield responds: 
Dear Richard, 
Thank you for your letter. It is 
always interesting to hear about 
the way Magic has affected the 
world and thrilling when it's 
such a positive effect. While 
growing up I lived in many cul- 
tures, and I always found that 
games were a nice way to inter- 
act and create bonds with the 
people I was around; however, I 
don't have any personal exam- 
ples that are as good as yours. If I 
have a life’s purpose, it is proba- 
bly to get games a reasonable 
fraction of the respect that sports 
have, and stories like these make 
it seem possible. 


Comments? 
Questions? 


Send your thoughts to 
“Letters,” clo The Duelist, 
P.O. Box 707, Renton, WA 

98057-0707, or to 
<duelist @ wizards.com>. 


Please include your name, address, 

and phone number for verification 

purposes. Letters may be edited 
for length and clarity 


Not My Type 
1 eae like to reply to 


4 Ankur Kumar’s letter, 
“Stereo-Type I-ing” from 
Duelist #14. While it is true 
that the expensive cards out of 
Type I are largely overrated in 
the sense that none of them 
are single-card winning 
strategies, it is untrue to say 
that one could compete in 
Type I without them. 

So why can’t you compete 
without these cards, and why 
shouldn't they be reprinted? 
Well, the only reason Moxes 
and the Lotus are good cards 
is due to the pure speed of 
them. What this speed does 
is compress games into the 
first few turns. While few 
first-turn kills occur, I have 
seen multiple games end 
before one person has taken 
two turns. This is because of 
cards that Mr. Kumar thinks 
are overrated: Time Walk 
and Timetwister. If you think 
Timetwister is overrated, 
then you have never seen 
anyone play a land, three 
Moxes, a Lotus, a creature, 
Time Walk, and then 
Timetwister, all during the 
first turn (putting the Lotus 
and Time Walk back in the 
library to possibly draw 
again). Maybe this didn’t do 
any damage to his opponent, 
but it sure didn’t help him 
either. In any case, what all 
this amounts to is luck of 
the draw. 

Type I will never stop, nor 
should it, because these cards 
still allow for an enjoyable 
game and make up a large 
part of what Magic is, but 
Type II is definitely a better 
format for real tournaments, 
rather than luck of the draw. 

STEVE JOHNSON 
Sheffield, England 


\ 
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IN THE PAST, WE EXCEEDED 
YOUR EXPECTATIONS. \ 


—— 
3 
Pe 
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J SOON, WE'LL CHANGE YOUR ENTIRE 


-* DESTINY. 


* 


LANDS OF LORE 


GUARDIANS OF DESTINY” 
Westwood 


www.westwood com 


Lands of Lore: Guardians of Destiny is a registered trademark of Westwood Studios, Inc. ® 1996 Westwood Studios, Inc. All rights reserved. 


— _— 


CHOOSE ON WHICH SIDE OF THE SHADOW YOU STAND... 


“And into the heart of the storm, 
with a cry that pierced all other sounds, 
tearing the clouds asunder, the Nazgiil came...” 
**’..and all were branded 
with the foul token of the Lidless Eye...” 


’ —The Return of the King* 


, 


LIMITED EDITION STARTERS AND* BOOSTERS DESCEND INTO STORES 


SPRING 1997 


...the next chapter of the 


Iron Crown Enterprises, Ine 
PO. Box 16005 


ILLUSTRATION BY ALAN RABINOWITZ 


BATTLETECH 


More ‘Mechs 


for Your Deck 


e reinforcements will arrive this April with the 
first BattleTech expansion! Entitled Counterstrike, 
the expansion features many new Inner Sphere and 
Clan ’Mechs to throw at your opponents, including 


the Annihilator, Hermes, and Kintan; powerful warriors 
like the legendary Adam Steiner and Haakon Magnus- 
son; and deadly ground vehicles. 


Getting Involved 
What about all those boys 
and girls who need more 
Magic? The Events team at 
Wizards is getting involved 
in the junior gaming com- 
munity—and not just with 
the Pro Tour circuit. At Pro 
Tour—Dallas, players were 
invited to donate cards, 
which were then built into 
decks. The boxes were 
signed by some favorite 
artists of Magic: The Gath- 
ering, and the package was 
gift wrapped and sent to the 
Dallas Boys and Girls Club. 
Events also held a sanc- 
tioned tournament at four 
Boys and Girls Club sites on 
January 11, in Seattle. Judges 
from Arena volunteered 
their time, and participants 
received free Mirage starters 
and boosters. 

The Events team has also 
organized a Junior Focus 
Group in which juniors 
from the community gather 
to give input on 
what they would 
like to see in the 
next tournament 
center. The group 
will meet quarterly. 
Last November, 


juniors in the group also 
got to create a new mana 
counter and structure a 
junior WotC college. 

For more information on 
how you can get involved in 
the junior Magic scene, con- 
tact Patricia Krause at (206) 
204-7272. 


Different Seasons 
Arena’s Tempest 
Season, which runs 
from February 21 
through March 30, 
features the 
Mirage/Visions Con- 
structed-Deck format. 
Players may use any cards 
that appear in either the 
Mirage or Visions card sets 

in their league decks. Con- 
tact your local Magic 
retailer to find out how you 
can take part in Arena’s 
Tempest Season. 

And look for Arena 
league play at the next con- 
vention you attend to play 
some really cool 
people and win some 
really cool prizes, 
including exclusive 
Magic cards that 
feature unique art. 
In just the few days 


that the convention is run- will automatically become 


members of the DCI. Your 


ratings in the mini-season 


ning, Arena will host a 
“mini-season.” And don’t 
worry if you're not already 
an Arena member; you join 


will not affect your ratings 
in the current Arena season 
or in the DCI, but they will 
be added to your Arena life- 
time rating. 


anew whether you're an 
Arena veteran or novice. 


Those who join Arena 


he results are in from 
& Duelist #13’s Mirage Contest. 
Cory Dransfeldt from Camarillo, CA, 
took away the grand prize of a complete 
Mirage card set and a Mirage T-shirt. 
Congratulations also go out to the five first- 
prize winners of two Mirage starter decks and one 
box of Mirage boosters: 
> Brad Jantz of Vincent, AL 
» Pete Struher of Sterling Heights, Ml 
» William Bosley of Alexandria, VA 
» John Sorrentino of Blacksbury, VA 
> Tomer Ben-Aharon of Tel-Aviv, Israel 


Congratulations also to the winners of BattleTech®: 
Last Stand at Hanover”, the Web contest for the BattleTech 
trading card game, and especially to Annette Pipping of 
Lakewood, CA, the grand prize winner! 

And one more round of applause for the winners of 
Oasis: A Braided Tale”, the Web contest for Mirage. Michael 
Benveniste of Middleton, MA, took away the grand prize. 
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WotCcC News 


(continued) 

GamePlex Opening 
This Spring 

Following the success of the 
Wizards of the Coast Official 
Tournament Center, located 
at corporate headquarters in 
Renton, Washington, the 
green light has been given to 
expand the idea and open the 
Wizards of the Coast Game- 
Plex” “The GamePlex is our 
next step toward realizing 
WotC’s goal of making 
games as big as movies,” says 
GamePlex Director Steve 
Conard. 

The GamePlex will 
include an upscale arcade 
with all the latest games; 
BattleTech simulator pods 
from Virtual World Enter- 
tainment Inc.; a unique retail 
store; a full-service snack 
bar; a network computer 
gaming center with twenty- 
four stations, cartridge-based 
games including Nintendo” 
64, and more computers with 
dedicated Internet access 
over a fast T1 line; a players’ 
lounge with comfortable 
seating in front of a home 
theater center; and an 
expanded tournament center 
with a huge games library. 
This unique mix of enter- 
tainment formats is designed 
not only to attract the 


GAMES AS BIG AS MOVIES: Wizards of the Coast GamePlex promises to be 
an entertainment haven to gamers in the Pacific Northwest. 


traditional gaming enthusi- 
ast, but to provide an enter- 
tainment alternative to the 
general population of the 
greater Puget Sound area. 

“This center will be unlike 
anything this industry has 
ever seen, including a life- 
size and realistic Shivan 
Dragon, a sixteen-foot tall 
BattleTech "Mech, and a 
Hurloon Minotaur, just to 
name a few of the theme ele- 
ments under construction,” 
says Joe Wedel, GamePlex 
Manager. 


Convention Updates 
Visit the website at 
<http://www.wizards.com 
/Andon/Welcome.html> for 


convention information. 


CompuServe and You 


izards hosts conferences 
every Wednesday night at 
9:00 Eastern (6:00 Pacific) 


in our forum on CompuServe. This month's topics 


(February) include conversations with Magic creator 
Richard Garfield and BattleTech co-developer Char- 
lie Catino. For more details,““GO WIZCOAST” and 
check General Announcements. To get a free trial 
membership on CompuServe, call (800) 261-2973. 
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For your free pre-registration 
book for any of the following 
conventions, contact Andon 
Unlimited at [Name of Con- 
vention], P.O. Box 1740, 
Renton, WA 98057-1740; 
phone: (206) 204-5815; fax: 
(206) 204-5820; or email: 
<Andon@aol.com>. And 
watch this section for 
upcoming information on 


Gen Con’* and AndCon. 


THREE RIVERS GAME FEST 4. 
May 23-26, 1997. Join us for 
our fourth year in Pittsburgh! 
This four-day convention 
held at the Pittsburgh Green 
Tree Marriott Hotel will fea- 
ture: FPG’s Guardians” and 
Dark Age™ collectable card 
games, Magic: The Gather- 
ing (including a Regional 
Qualifier for the National 
Championship and the 
Pennsylvania State Champ- 
ionship) and other TCG 
tournaments, roleplaying 
events (including first-run 
RPGA regular and Living 
City events), a Puffing Billy” 
tournament, board games, 
miniatures, an auction, an 
exhibitors room, and much 
more! Guests of Honor 
include artist Brom, Luke 


Peterschmidt of FPG, John 
Bohrer of Winsome Games, 
and Peter Bromley of May- 
fair Games. Pre-registration 
weekend badge price is 
$24.95. Daily and visitor 
passes available. Marriott 
hotel reservations: 

(800) 525-5902. 


ORIGINS ’97. July 17-20, 1997. 
The Origins International 
Game Fair & Expo will once 
again take place in Colum- 
bus, Ohio. Using the Greater 
Columbus Convention Cen- 
ter and attached Hyatt Hotel, 
Origins will continue its tra- 
dition of being the largest 
pure gaming convention in 
North America and the flag- 
ship of the gaming industry. 
Origins will feature more 
than 1,200 scheduled events, 
including the Magic: The 
Gathering U.S. National 
Championships and other 
TCG tournaments, roleplay- 
ing events (including first- 
run RPGA Living City and 
others), board games (includ- 
ing Europafest and a Puffing 
Billy” tournament), minia- 
tures (including the Bat- 
tleTech Open), the National 
Security Decision-Making 
game, a three-day auction, 
the War College Seminars, a 
weekend-long Vampire: The 
Dark Ages’ LARP, a large 
computer gaming area, and 
more. Origins is proud to 
have the following Guests of 
Honor: artist Chris Rush; 
Larry Bond, game designer 
and author; and Shane 

Lacy Hensley, long-time 
freelancer and creator of 
Deadlands” Pre-registration 
weekend badge price is 
$34.95. Daily and visitor 
passes available. Hyatt 
Regency Hotel reservations: 
(614) 463-1234. 


ol 


i, 


Insider Trading 


by Mark Rosewater 


A Peek Into the Future 
ust to let you know 
that we’re always work- 
ing here in R&D, I 
thought I'd share a lit- 
tle bit about the Magic 

expansion after Visions, 

nicknamed “Mocha Latte.” 

We recently sent the card 

list out to our playtesters, 

who gave it one of the high- 
est initial ratings ever 

(matched only by A//iances). 

To quote Stephen D’Angelo, 

a member of the Crash Test 

Wizards playtest group: 

“The designers should be proud 
of the fact that they've thrown 
a curve at the playtesters 
again. Only Ice Age and 
Alliances matched this set for 
the new levels of thinking and 
deck design that we'll have to 
go through to test it. This 
means a fairly high complexity 
score, but it looks interesting. 
My only general worry is that 
you may be packing too many 
game-affecting cards into this 
set and it'll be hard to test 
them all.” 


You Asked for It 


Here’s a Story 


Besides introducing several 


cool game mechanics, Mocha 
Latte will serve as a prologue 


for The Weatherlight Saga, 


an exciting new backstory for 
Magic. Following the adven- 


papern ner lioht 


4 
ar a 


tures of Captain Sisay and 
her flying ship (first seen in 
the flavor text of Mirage), 
The Weatherlight Saga will 
differ from previous back- 
stories in several ways: 

= The epic story will evolve 
through more than just one 
or two expansions. Although 
each expansion will have its 
own resolution, the overall 
story arc will wind its way 
through the year 2000. 

m A single set of characters 
will continually evolve 


i At #2, (and we're still 


through the flavor text and 
art. These characters will be 
depicted in multiple pieces of 
art so that the players can see 
different interpretations by 
top Magic artists. 

= Starting in Dominaria, the 
story will leave the home of 
all the Magic expansions to 
date to explore other exciting 
worlds. 


A side view of Captain 
Sisay’s flying ship, the 
Weatherlight, as depicted 
by Pete Venters. 


= The story will expand to 
many different media (books, 
online promotions, and The 
Duelist ), allowing interested 
players many opportunities to 
learn all about the characters 
and expansive plot. 

For those of you skeptics 
out there, I promise you 
something quite different 
from the backstories of 
Magic past. Plotted by 
Magic author and editor 
Michael G. Ryan and yours 


eeietetetedeetedeted S ieieteeieieieteteteetetete | 


Y Vise. At #3, Channel. 


ae issues back we asked \ 

readers to fill out a question-\ 
naire on what they would and ___— 
would not like to see in Fifth Edition. 
Just to stress to you that we do read these 
things and take them into account, I 
thought I would share with you the top 
five cards that you, the reader, asked us to 
remove from Fifth Edition. Drum roll 
please. At #5, Bronze Tablet. At #4, Black 


/ scratching our heads over 
7 ’ this one), Cyclopean 
a / Mummy. And finally, at #1, 

ey / Mind Twist. I'm happy to 

~ announce that by popular 

request, R&D chose to remove all five 
offending cards. Come March, you'll never 
have to face that weenie-horde—Cyclopean 
Mummy deck ever again! 


eee seem c wwe www mmo wweecence 


WwotCc News 


truly, with additional help 
from Bob Kruger, Kij John- 
son, and Pete Venters, the 
The Weatherlight Saga is a 
hold-on-to-your-hat adven- 
ture, chock full of plot twists 
and surprises. I can’t let you 
in on any of the details just 
yet, but suffice it to say that 
we spent a long time making 
this a story that players 

will remember for years to 
come. (We used the Star 
Wars trilogy as a spiritual 
guide. What more can I say?) 
I really think this is going 

to be something you're 
going to like. 


In the Making 
Of all the news I have to 
share with you this issue, this 
is by far the most personal. 
After developing several 
expansions, I am proud to 
announce that I am finally 
designing my very first 
Magic set—the 1997 fall 
stand-alone release, no less. 
To help me accomplish this, I 
put together an ace design 
group: Mike Elliott (a Magic 
R&D developer and occa- 
sional Duelist contributor), 
Charlie Catino (of “Deck 
Clinic” fame), and Richard 
Garfield (he’s done a little 
work on Magic over the 
years). The four of us 
sequestered ourselves this 
summer to do the initial 
design on what I believe will 
be, well, a kick-ass set. (Okay, 
I’m not a humble man.) I 
can’t tell you anything about 
what’s in it yet, since we don't 
even know for sure ourselves, 
but I promise to keep you 
updated as the year rolls by. 
We once suspected that Mark Rosewater 


was a walking zombie, since the man 
never seemed to sleep, but he disproved 


our theory when we caught him snoozing 
in a Duelist meeting. 
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The Intimidation Factor 


HEY GANG - WIZARDS IS TRYING TO PROMOTE 
TOURNAMENTS BIG TIME, BUT THEY CAN'T INTEREST 
THE TV NETWORKS, 


LETS LEARN 
mf FROM ANOTHER 
GREAT SPORT = 


RRO) 
EMOMES: 


(<e) 
ir 


Lots i nil 


HA! TAKE THIS THEORB OF 
FOUL VILLAIN! SNOOOK! MUST... 
BLOCK... OR ALL. IS... 


IN ADDITION To DESIGNER DECKS, TOURNAMENT 
WINNERS COULD SEE THETR PERSONA MADE 
INTO MAGIC CARDS— 


18 APRIL 1997 THE DUELIST 


by Phil Foglio 


WOULD RATHER INTERVIEW F 

Peary AWM THE MASKED MANA 
maa word RAN’AH AIN'T REVEALIN’ MAH 
CHAMPION. FACE ‘TIL AH WIN I 


IT WOULD ALSO GIVE THE WEARER A BIG— 
PSYCHOLOGICAL ADVANTAGE. I MEAN, WHO 
WOULD YOU BE MORE RELUCTANT TO 
PLAY A‘ MIRROR UNIVERSE’ AG-AIN ST ? 


, Vu Kor |e 


@ or 

ed bs 
‘@) 

EBL 

SO GET VOURSELF A COSTUME? BUT 


HURRY- BEFORE ALL THE GOOD IDEAS 
ARE GONE” 


OKAY... MAYBE THE WHOLE 
‘MILLSTONE MARK’ IDEA 
NEEDS SOME WORK. 


ne) 
| 


Kiss This. 
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Happy Valentines Day. 
‘BattleTech’ Unlimited TCG 
available February 14th. 


- 
* 
Wards FOS Wizards of the Coast® Customer Soevece: .,60-card starter decks: $8.95 
OF THE COAST® | eearcaarica (e06)6e4-0933 _— . 15-card booster packs: $2.95 
BattleTech® MechWorrior®, and ‘Mech™ are registered trademarks of FASA a. The BattleTech™ universe is owned by FASA Corporation and used under license 
Wizaros OF THE Coast is o registered trademark of Wizards of the Coost, Inc. Ilus. by Dermott Power. ©1996 Wizards of the C 
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Pay 2 life: Search your library for any 
one card. Shuffle your library, then 
put that card on top of your library. 


Visions™ infuses your library with powerful cards. Vampiric Tutor gets them out of 
your library when you need them. 


The epic story of Jamuraa continues with this limited-edition expansion. Visions maximizes 
the strategies found in Mirage and can bring new power to any Magic: The Gathering® deck. 


Visions is appearing on game tables everywhere—and disappearing from store shelves. 
Get your Visions before they’re gone forever 


Wizards of the Coast Customer Service: 206-624-0933 
www.wizards.com 


WIZARDS OF THE COAST Magic: The Gathering, Visions, and Mirage, are trademarks of Wizards of the Coast, Inc. NAG Ic 


OF THE COAST* ©1996 Wizards of the Coast, Inc. All rights reserved. The Gathering" 


What’s 
Inside 


21 WOTC PICKS 
AND TRICKS 

Type | combos from the 

players themselves. 


23 HOUSE RULES 


/ 


up your Magic playing. 


24 MAGIC RULINGS 

& ERRATA 
Tom Wylie gives you what 
you need to stay in the 
game. 


26 DECK CLINIC 


The deck doctors are at it 
again, and you get to watch 
their operation. 


28 MIRAGE FAQ 


You asked, and here are the 
answers. 


33 TOURNAMENT NEWS 
The latest DCI changes, 
plus the skinny on 

Pro Tour—Dallas. 


36 SINGLE-CARD 
STRATEGIE 

by Jeff Frar 

Canticle continues his explo- 

ration with Teferi’s Honor 

Guard and Betrayal. 


36 KEY PLAYS 


You've always dreamed of 
opening hands like these. 


38 SPOTLIGHT ON: 
SYDNEY 

by Greg Cantori 

Australia is the home of lots 

of Magic action. 


Tony DiTerlizzi has illus- 
trated for Visions and 
Fifth Edition and has also 
done cover and interior 
art for Giant Bones, a 
novel by Peter Beagle. 
Currently he is working 
on cover and color plate 
art for Dinosaur Summer 


otC Picks 


ype | (Classic) players all have one thing in common: they’ve either been in 


the game for a long time, or they’ve done some real wheeling/dealing/leg 
work to acquire the cards they need. Either way, they’ve demonstrated the 
skill and the savvy necessary to be successful collectors; in this issue, The 
Duelist staff is taking a back seat to let them demonstrate their game skills 


as well.We’ve asked them to avoid the familiar and the obvious (there won’t be any 
Channel/Fireballs), so sit back in that ’65 Mustang, pop open that red can of cola, and 
tune in some Led Zep while these Classic competitors show you what they’ve got. 


Final Fortune and 
Time Vault 

The ability to take an 
extra turn proved to be 
so degenerate that 
nearly all the cards 
that provide that 
advantage have 
been restricted, 
banned, or dis- 
continued. Time 
Vault, a pre- 
Revised rare arti- 
fact, costs only 2 
to cast and a tap to 
take another turn; it 
doesn't untap, how- 
ever, until you skip a turn to 
do so. Final Fortune, a red 
instant from Mirage, mimics 
Time Vault’s extra turn 
punch, but with the impor- 
tant caveat that if you do not 
defeat your opponent during 
that extra turn, you lose the 
game. For the best of both 
worlds, cast Final Fortune 
during your primary turn, 
then skip the do-or-die turn 
to untap Time Vault; imme- 
diately tap Time Vault to 
take your extra turn without 
the risk of losing when it’s 
done. 


Necropotence 
and Mirror 
Universe 
When merely 
beating your 
opponents doesn't 
satisfy that com- 
petitive streak in 
you, try forcing them 
to finance their own 
defeat. Necropotence 
has proven its effec- 
tiveness time and 
time again: as long 
as you've got the 


a full hand and complete card 
advantage over your opponent. 
When used with Mirror Uni- 
verse, a Legends artifact that 
allows you to swap life totals 
with another player for 6, 
Necro not only mounts 
your threat, but also 
delivers on it. Simply 
draw as many cards as 
you can to drive your 
own life total 
down, load up 
the board/your 
hand with minor 
damage dealers, 
sacrifice your Mir- 
ror Universe to 


life to spend, you've got 
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trade life totals, and polish off 
your hapless (and now-feeble) 
opponent. 


Jester’s Cap, Copy Artifact, 
and Skull of Orm 
Jester’s Cap is the best targeted 
library-depletion card in the 
game: 4 to cast, 2 and sacri- 
fice to activate, and you get to 
remove your opponent's three 
most damaging cards from the 
game. Use Copy Artifact (a 

1 @ enchantment that allows 
you to duplicate any artifact) 
to mimic the Cap’s effect while 
keeping the original Cap in 
play, then activate your Skull 
of Orm to retrieve the 
enchantment from your grave- 
yard. You can bust as many 
Caps in your 
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as it takes to neuter their deck 
and turn them into spectators 
at their own match. 


Demonic Consultation, 
Time Walk, and 
Soldevi Digger 
Another multiple turn combo, 
one that can get you decked if 
you're not careful: cast Time 
Walk (1 @ for another turn), 
spend 2 to move it to the 
bottom of 
your library 
with the 
Digger, 
then 


Consult 
for it. You 
will permanently 
deplete your library to get to 
the big blue prize at 

the bottom, but once you have 
it, you can cast it, dig it back 
into your now-empty library, 
and repeat. Even if your 
opponent counters Time 
Walk, it still goes to the 
graveyard, still ends up in 
your library, and you'll still net 
two turns for every one your 
opponent takes. 


Consecrate Land, Mishra’s 
Factory, and Armageddon 
If you're playing Armageddon 
(spend 3 # to destroy all 
lands), then you know the rou- 
tine: get a threat on the board, 
cast Armageddon, and batter 
your opponents at will, no 
matter how many defensive 
spells they have in hand. Con- 
secrate Land (a # enchant- 
ment that protects a single 
land from destruction or any 
further enchantments) on a 
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Mishra’s Factory allows it to 
survive Armageddon, and, 
with a single non-land source 
of mana available, it can also 
become the threat (a 2/2 
Factory Worker) you need 

to immediately press your 
advantage. 


Lich, Dark Heart of 

the Wood, and 

Lodestone Bauble 

Want three times the cards 
you'd get from Necropotence, 
without paying any life? 
Lich isa @@O@ 


enchantment that reduces 


' your life total to 0, causes 


you to draw cards rather than 


' gain life, and requires you to 


destroy cards in play instead 
of taking damage (or lose 


my the game). Dark Heart of 


the Wood is a ®@ enchant- 
ment that allows you to sacri- 
fice a forest for 3 life. Design 


) your deck with a high mana 


ratio, and with both Lich and 
Dark Heart in play, each for- 
est you sack equals three cards 
in hand; add a Lodestone 
Bauble (a zero casting cost 
Alliances artifact that allows 
you to pay D and sacrifice it 
to put four basic lands from 
any player's graveyard on top 
of their library) to add fuel to 
the fire. With that kind of 
card advantage, you'll have no 
problem putting enough cards 
in play (especially if you tap 
the forests for mana before 
sacking them) to both over- 
whelm your opponent and 
maintain Lich’s cards-for- 
damage bargain. 


Timetwister and 
Lion’s Eye 
Diamond 

Even Classic 
players can only 
have one Black 
Lotus in their deck. 
but Lion’s Eye Dia- 
mond from Mirage 
combined with 
Timetwister lets you 


get around that “problem.” 
Lion’s Eye Diamond is an 
artifact that you can sacrifice 
to get three colored mana (all 
the same color), but first you 
have to discard your entire 
hand—yet another problem. 
The solution? 
Have 
Lion’s Eye 
Diamond 
already in 
play and cast 
Timetwister, 
which makes 
you discard 
your hand, shuf- 
fle your grave- 
yard back into 
your library, and draw seven 
new cards. Now just sacrifice 
Lion’s Eye Diamond in 
response to casting 
Timetwister, and you immedi- 
ately have three colored mana 
in your pool to use with your 
new hand. 


Oath of Lim-Dal and 
Cadeverous Bloom 

Oath of Lim-Dil from 

Ice Age is a great card-drawing 
machine as long as you have 
®® for each card you want. 
Most of the time, however, 
players won't have the mana to 
spend to get the exact card 
they need. But once you have 
the enchantment Cadeverous 
Bloom in play from Mirage, 
you can easily get the @® just 
by choosing a card in your 
hand and removing it from the 
game. Essentially, you're trad- 
ing a card in your hand for any 
card in your library. So if it’s 
do or die and you need that 
Terror or Time Walk, just 
trade in one of your less 
useful cards for another 


and keep doing it until you get 
the card you so desperately 
need. 


Chaos Orb and a Pair 

of Scissors 

Chaos Orb has so many urban 

legends surrounding it that we 

couldn't resist including it 

here, even though it’s not 

officially a combo. Remem- 

ber, this is the card that 
you flip into the 


whatever it 

touches when it 

lands is destroyed. So 
here’s the legend: It’s the 
final game of the final 
round and Johnny Chaos 
needs to clear the playing field 
to make way for his attacking 
creature. If his damage goes 
through, he wins. Of course he 
decides to rip up his Chaos 
Orb into tiny little pieces (or 
perhaps he had a pair of scis- 
sors) and scatter the pieces 
over his opponent's cards. 
Now here’s where the legend 
starts to vary. Some say that 
Johnny Chaos won the tour- 
nament but that a judge ruled 
that his Chaos Orb was for- 
ever a marked card (no duh). 
Others allege that he was 
immediately kicked out of the 
tournament for unsportsman- 
like behavior. But perhaps the 
oddest variation is that his 
opponent called a judge over 
to count Johnny’s deck. The 
judge counted fifty-nine cards, 
and so Johnny was disqualified 
for playing with an illegal 
deck. We don’t know how this 
scenario really ended, or 
whether or not it actually hap- 
pened in a tournament, but 
we'd be happy to hear the 


“true” story. 


air, and 
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by Jim Kiefer and 
Donald X.Vaccarino 


Few-Land “Consult”-igan 
(cousin to Mulligan, of course) 


If you have no land in your hand at the beginning of your 
draw phase, you may (instead of drawing a card) choose to 
show your hand to your opponent and turn over cards from 
the top of your library until you get to a basic land. All of the 
turned-over cards except the land are removed from the game; 
the land is put into play tapped and counts as your land play 
for that turn. You may do this only during your first four turns 
of the game. In the unlikely event that you have no more land 


in your deck, you lose the game. 


The Three-Card Challenge 


re 


The Three-Card Challenge is a series of deck-construction 
limitations guaranteed to produce entertaining decks. 

First select three challenge cards. These should be cards peo- 
ple rarely play, though they shouldn't necessarily be lousy cards, 
and they should be very combination-oriented. Look for ones 
that have more than one function, or cards with penalties or 
requirements to use, or cards that get around penalties. It’s wise 
to make at least one of the three cards a creature. 


Sampie ihree-Card Challenge Deck: ctooe 


Lim-Dal’s Paladin, 
Balduvian Dead, and Glacial Chasm 
Red/Black 
Type 1.5 

Lim-Dal’s Paladin forces you to 
discard a card during your upkeep or bury it. To 
make up for discarding, | included Howling Mine, 
Jayemdae Tome, and Phyrexian Vault. To take 
advantage of discarding, | included Animate Dead, 
Hell’s Caretaker, Grave Robbers, Death Spark, and 
Krovikan Horror. The Paladin deals no damage if it 
attacks and isn’t blocked, so | have Delif’s Cube to 
forgo dealing combat damage, in order to get 
regeneration counters. If the Paladin is blocked, it 


Mm youre usually on the losing end of an extremely 
we boring duel. But this variant, called the Few-Land 
\ea ‘ . 

W@ Consult-igan, helps solve that problem. 


Next, construct a deck that contains three of each of the 


challenge cards. Every 


creature that can make 


becomes a 6/6 trampler, so | added False Orders to 
get the opponent to block it. 

Balduvian Dead creates token creatures, which 
you can sacrifice to Hell's Caretaker, Krovikan Hor- 
ror, Lord of the Pit, Fallen Angel, Gate to Phyrexia, 
Phyrexian Vault, or Ritual of the Machine. These 
creatures die at the end of the turn, putting coun- 
ters on the Khabal Ghoul and Scavenging Ghoul 
and giving you life with Soul Net. Balduvian Dead 
is a Zombie, so | also included Zombie Master. 

Glacial Chasm costs you life to keep in play, so 
| included life-gaining cards like Grave Robbers, 
Soul Burn, and Soul Net. The Chasm also prevents 
damage to you, so | added cards that are useful 


CHALLENGE CREATURES SPELLS 

CARDS | Animate Dead | Orcish Artillery | Ashes To Ashes | Ritual of the 
3 Balduvian Dead | Brothers of Fire | Scavenging Ghoul _| Bad Moon Machine 

3 Glacial Chasm | Fallen Angel | Zombie Master | Death Spark | Soul Burn 


3 Lim-Dal’s Paladin | Grave Robbers 

| Hell’s Caretaker 
| Khabal Ghoul 

| Krovikan Horror 


| Lord of the Pit 


| Dwarven Armory 
| False Orders 

| Gate to Phyrexia 
| Hellfire 


| Manabarbs 


other card in your deck must be a 


combo card with one or more of the challenge cards. Suppose 
that one of the challenge cards is Goblin Sappers, an Ice Age 


a creature unblockable but that destroys 


it after combat. This would make a good combo with cards 
that give advantages from having unblocked creatures, or cards 
that let a creature survive destruction, or cards that trigger off 
of creature deaths. Besides the challenge cards, no cards in your 
deck may be duplicated. 


but that deal damage to you, cards like Orcish 
Artillery, Brothers of Fire, Lord of the Pit, Ashes 
to Ashes, Hellfire, Jade Monolith, Yoodoo Doll, 
Manabarbs, and Sulfurous Springs. Glacial Chasm 
has cumulative upkeep, so when you don’t want 
to pay the upkeep, you can put it back in your 
hand with Obelisk of Undoing or sacrifice it to 
Dwarven Armory. 

Bad Moon moves the Paladin and Balduvian 
Dead out of Incinerate range and also beefs up the 
Graveborn tokens. Several other cards create com- 
bos with more than one of the challenge cards: 
Grave Robbers, Hell’s Caretaker, Krovikan Horror, 
Lord of the Pit, Phyrexian Vault, and Soul Net. 


TIFACTS 


ART LAND 
| Delif’s Cub 


10 Mountain 
1 Howling Mine | Sulfurous Springs 
| Jade Monolith 14 Swamp 


| Jayemdae Tome 

| Obelisk of Undoing 
| Phyrexian Vault 

I Soul Net 

| Voodoo Doll 
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Magic Rulings & Errata 


The following rulings are meant to 
clarify the rulebook, and how the game 
in general works. 


1) If Safe Haven phases out, can | still sac- 
rifice it later to return to play the crea- 
tures it has removed from the game? 
Yes. Permanents that phase out 
“remember” what they have damaged, 
whether their abilities have been used, 
and so on. For example, The Fallen still 
remembers who it’s damaged after it 
phases in; a Goblin Ski Patrol that uses 
its ability and phases out can't use its 
ability again; and a Safe Haven that 
phases out does not lose track of what 
it’s removed from the game. 


2) Celestial Dawn changes the color of all 
my nonland permanents to white. If 
Celestial Dawn leaves play, are my per- 
manents still white? 

No. A card’s color is determined by the 
colored mana symbols in its casting 
cost, if any. If something changes those 
symbols, this will change the card’s 
color. For example, if you play a Phan- 


compiled by Tom Wylie 


tom Monster while you have Celestial 
Dawn in play, it is considered to be 
white, but it will change back to blue if 
Celestial Dawn leaves play, or if your 
opponent steals the Phantom Morster. 
However, this is not the cast ifan 


effect permanently replaces a card’s o 
permanent’s basic color definitiqn with 
a new one. For example, if the 
Phantom Monster in the above 
example is Deathlaced, it will 
remain black regardless of what , y 
happens to Celestial Dawn, as 
the mana symbols in the Mon- 


3 ‘ q. 
ster’s casting cost are no longer relevant. 
‘ 


3) If my creature is buried, can | use regen- 


eration on it, even though this won’t 
save the creature? 

No. Regeneration replaces the destruc- 
tion of a creature with the regeneration 
effect. Effects that bury or sacrifice a 
creature don’t destroy it, so regeneration 
may not be used. 


4) My life total is 3, and my opponent’s is 
-2. If my opponent plays Psychic Trans- 


fer, what will our life totals be? 
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A player whose life total is negative is 
considered to be at 0 life for all pur- 
poses except adding or subtracting life; 
this is the same rule that governs crea- 
tures with negative power. Therefore, if 
ypu switch life totals with a player who 
‘a negative life, your life total simply 

ecomes 0. This is a reversal of previous 

rulings. In the example above, your 

¢ life total will become 0, and your 
me opponent's will become 3. 


* 
‘s 5) | play Soar as an instant, and it is 


\ then moved to another creature by 
Crown of the Ages. Since | played it as 
an instant, will Soar still be buried at 
end of turn? 

Yes. If you play Soar as an instant, then 
its resolution creates an effect that is 
delayed until end of turn. Moving an 
enchantment does not cause effects it 
has already generated to ke ignored (or 
to end prematurely, so if Soar is played 
as an instant and then Moved, it is still 
buried at end of turn. This is a reversal, 
as it was previously ruled ip oil 
that the burial of Soar was 
not an effect that was 
delayed until end of tums” 


6) If a permanent with cumulative upkéep 


phases out, does the cumulative upkeep 
start over when it phases back in? And 
what happens if | pay its cumulative 
upkeep cost, but it phases out in 
response to that? 

Cumulative upkeep is now tracked by 
counters. If a cumulative upkeep cost is 
paid, a counter is added to the perma- 
nent to show the number of cumulative 
upkeeps that have been paid and 
resolved. This means that you either 
pay the cost to add a cumulative upkeep 
counter, or pay nothing and suffer the 
consequences. There is no way to 
remove cumulative upkeep counters, so 
there is no longer such a thing as cumu- 
lative upkeep “resetting.” 

For example, when Glacial Chasm 
comes into play, it has no cumulative 
upkeep counters. If you pay its cumula- 
tive upkeep cost once, then it gains a 
counter when that upkeep effect 
resolves, increasing the amount you will 
pay the next time. But if you respond to 


the upkeep effect by phasing Glacial 

Chasm out, then no counter is added to 

it during resolution, so the upkeep cost y 
doesn’t increase. Turning it into a f 
swamp with Orcish Farmer or phas- 
ing it back in does not remove 


not considered to be costs, since 
there is no “or else” cost to follow. 
The same principles behind iden- 
tifying phase costs versus abilities 
apply here. 


than an independent ability of the Tome. 
This means that Titania’s Song will not 
stop the cards from being buried if you 
lose control of the Tome. Also ignore the 
line break on Hall of Gemstones; the 
Hall has a single ability, which is played 


these counters, and so during upkeep and lasts until end of turn. 


9) | have an Erhnam Djinn in play dur- 
ing my upkeep, so | target my oppo- 
nent’s Birds of Paradise, giving it 
forestwalk. If my opponent responds 
by killing the Birds, will | have 
to target a different creature 

__ with the Erhnam’s ability? 

No. If a targeted upkeep ability is 
played and fizzles, it does not 
have to be played again. For 
example, when you play your Erhnam 
Djinn’s upkeep ability and the target 
creature is killed in response to it, then 
the effect fizzles and the ability is not 
played again that turn. 


ERRATA 


The following rulings involve card and 
rulebook errata, or at least reading cards 
slightly differently. 


no longer resets the 


upkeep cost. 13) If | don’t attack with my Erg Raiders, 


and then sacrifice them before end of 
turn, do | still take the 2 damage? 

No. Erg Raiders’s effect of damaging 
you is triggered at end of turn, and thus 
only goes off if Erg Raiders is still in 
play at that time and does not have 
summoning sickness. 


7) If | reanimate a 
creature using 
Dreams of the 
Dead and then put 
it into Safe Haven, 
can Safe Haven 
return that creature to the game? 

Yes. Each player has only one “out of 
game” zone, rather than having different 
areas for each Safe Haven, as was previ- 
ously ruled. So when Safe Haven 
removes the creature from the game, it 
puts it in the same place Dreams of the 
Dead sends it; thus, Safe Haven can 
return the creature to play. 


14) With its errata, Icy Prison reads, “During 
your upkeep, bury Icy Prison. Any player 
may pay 3 to prevent this.” Doesn’t 
this break the rule that burial is not 
preventable? 

Yes. Remember that card text some- 
times alters the rules. 


15) Acidic Dagger reads, “If targeted crea- 
ture leaves play, bury Acidic Dagger.” 
Since no duration is listed, does this 
mean that it leaves play if any creature 
it has ever targeted is buried? 


8) | play Lake of the Dead, which says that | 
must sacrifice a swamp or bury Lake of 
the Dead when it comes into play. Can | 
tap it for mana, and then let it be 


10) What happens if | choose to search my 
library for land with Natural Balance, 
but don’t have enough lands in my 


buried? 

No. Various permanents have “comes 
into play” effects, written as, “When this 
card comes into play, do A or do B.” 
These effects are now considered costs 
that are paid when the permanent comes 
into play, much like phase costs, and fol- 
low the same rules. Specifically, this 
means that abilities of the permanent 
cannot be played until the “comes into 
play” cost has been paid and the resulting 
effect has finished resolving. 

This leads to reversals for various 
cards, such as Balduvian Horde (the dis- 
card is now a cost, so it is not considered 
forced), and Lake of the Dead (its abili- 
ties cannot be used until you have played 
and resolved the “comes into play” effect, 
so you cannot tap it for mana unless you 
sacrifice a swamp). It also means that for 
optional payments, such as Balduvian 
Horde’s, you cannot choose the payment 
option (discard or bury) unless you can 
actually pay the cost when the Horde 
comes into play in the first place. Thus, 
the Horde is buried unless you have at 
least one card in your hand to discard. 

Note that the effects of cards such as 
Kjeldoran Dead (when Kjeldoran Dead 
comes into play, sacrifice a creature) are 


library to bring my in-play total to five? 
If you choose to search your library for 
land with Natural Balance, you are lim- 
ited to retrieving only enough land to 
bring your total to five, not required to 
retrieve that much land. You can always 
choose to bring your land total to some- 
thing less than five. 


11) Is Barreling Attack’s ability of giving 


+1/+1 permanent? 

No. Barreling Attack should be read as 
“for each creature blocking it,” rather 
than “for each creature that blocks it.” 
This means that the creature will only 
get the bonus for as long as a creature 
is blocking it, which is until the end 
of combat. In addition, Barreling 
Attack only gives its bonus for crea- 


tures that are blocking the target =k 


during resolution. 


12) Suppose | play Mangara’s Tome and my 


opponent then plays Titania’s Song and 
also steals the Tome. If the Song leaves 
play, can’t my opponent now put my 
cards into her hand? 

No. Ignore the first line break on Man- 
gara’s Tome; burying the cards is a func- 
tion of its “comes into play” effect, rather 


No. Acidic Dagger should read, “If tar- 
geted creature leaves play this turn, bury 
Acidic Dagger.” 


SPECIFIC 
INTERPRETATIONS 
16) If | play Final Fortune, can | use 


that turn to untap a Time Vault? 
Yes, and since you skip the entire 
turn, you don't lose as a result of 
Final Fortune. 


17) Do I have to have cards stored under 


Purgatory in order to use its upkeep 
ability? 

Yes. You cannot play a spell or ability 
unless you can make all choices con- 
cerning it, and in this case there are 
no cards under Purgatory for you to 
choose arpong. 
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Deck Clinic 


James Ehrman of Fostoria, Ohio, sent in his blue/green/red deck to be diagnosed. 
If you send in your deck, perhaps Charlie and Henry will choose it for the next 
issue of “Deck Clinic.” Just send a list of what’s in your deck, along with a brief 


description of it, to “Deck Clinic” c/o The Duelist, P.O. Box 707, Renton, WA 


by Henry Stern and Charlie Catino 


HENRY 

The original untitled deck is a decent attacking blue/red/ 
green Type 1.5 deck. It has all of the hyper-efficient Arabian 
Nights creatures and a variety of direct-damage spells. How- 
ever, it does have its weaknesses, including some questionable 
creatures and a risky mana base. 


A New Creature Base. Kird Ape, Serendib Djinn, and 
Erhnam Djinn are arguably the best creatures in the game for 
their respective casting costs; however, since the new deck no 
longer has green, the Kird and the 
Erhnam had to go. I improved on the 
other creatures in the deck as well. 
Shivan Dragon, while excellent if you 
can get up to six mana, will often sit in 
your hand uncastable; and with a deck 
this fast, the game will often be over 
before you get to six mana. Also, unless 
you are in an environment where every- 
body is using Mana Crypts, Gorilla 
Shaman belongs in your sideboard (or 
in your Type I deck). Additionally, since 
the deck no longer uses Sylvan Library, 
the Soldier of Fortunes were removed. 
Even if I were to keep the green in the 
deck, the Sylvan-Soldier combination 
is very fragile. 

The new deck still contains one 
Shaman in the sideboard but houses 
three Dwarven Miners in the main deck. It’s a mistake to use 
nothing but multilands or other various nonbasic lands 
because one Blood Moon could shut down the deck. Dwarven 
Miner is another way of punishing players who use too many 
nonbasic lands, and it maintains the ability to deal 1 damage 
each turn. 

The new deck also contains four Mishra’s Factories because 
they are inexpensive, immune to The Abyss, and combine well 
with the Disk. Another creature that combines well with the 
Disk is Rainbow Efreet from Visions. If you're playing enough 
blue, this amazing creature can be almost impossible to 
destroy. In many ways it’s blue’s version of a Blinking Spirit, 
but unlike Blinky, the Rainbow doesn’t have to be recast and it 
has flying. 

Finally, while it is also an anti-creature card, Control 
Magic can be considered a creature as well. Be sure to use 
the Controls on your opponent’s bigger creatures and let your 
Bolts take out the smaller ones. 


More Counter Magic. Since the new deck only has two 
colors, it can easily afford to use more counter magic than the 
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98057, or to <duelist@wizards.com>. 


original deck. The counter magics of choice in 1.5 are Mana 
Drain and Force of Will. Mana Drain has the side effect of 
providing you mana the turn after you counter a spell, but 
since this deck doesn’t have a large number of spells to dump 
the mana into, I chose to include only three Mana Drains and 
two Counterpells. If you don’t have anything to cast with the 
extra mana from Mana Drain, you can always dump it into 
your Mishra’s Factory by activating it multiple times. 

Force of Will is a great card for any attacking deck and 
works well in almost any deck with enough blue spells, since it 
allows you to tap out and 
still be able to counter. 
The new deck features 
«eg o two Dissipates in the 
; sideboard for use against 
any recursive cards, as 
well as three Hydro- and 
Pyroblasts. Thus, when 
facing a slower blue 
countering deck, this 
deck can have up to thir- 
teen counter-magic cards 
and most likely win the 
counterspell war. 


The Final Touches. 
Since the deck is now 
only two colors, it no 
longer uses as many 
multilands as the original and is consequently much less 
vulnerable to Blood Moon or Dwarven Miner. Also, since it 
does use fourteen basic lands, it’s worth using a couple of 
Thawing Glaciers. 

While Browse is an obvious method of drawing extra cards, 
the deck has other subtle card-advantage mechanisms as well. 
Using the Glaciers to get extra mana allows you to keep the 
extra land you draw in your hand. Also, the Disk will often kill 
more of your opponent’s permanents than your own, and you 
can use Hammer of Bogardan to kill more than one creature. 


CHARLIE 

James sent this Type 1.5 deck in because, while it had been 
performing pretty well in tournaments, it wasn’t getting to the 
finals very often. The deck has no major problems, but does 
have some minor ones that need to be looked at. 


Mana Problems. First, the deck is a little short on mana. I 


would not count the three Diamonds as a full three mana pro- 
ducers because their casting cost will sometimes not let you 


‘ : 
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put them into play. I also wouldn't count the Birds as 
four full mana producers because they are easy to kill. 
There were four depletion lands that only produce 
mana sometimes, so I removed these and replaced 
them with two islands and three City of Brasses, 

thus making it more possible to cast all three col- 

ors of spells. Overall, I increased the mana to 
twenty-one lands, three Diamonds, and three 

Bird of Paradises—in only sixty-one cards. 


Working the Combos. The Soldier of For- 
tune-Sylvan Library combination is an excel- 
lent combo—if you get both cards in play; but 
getting Soldier of Fortune alone is not very 
scary for your opponent. Since this combo 
depends on a 1/1 creature, it is very easy for 
your opponent to break it up. 

Good decks almost always include some type 
of card drawing to get card advantage. The only 
way this deck could draw extra cards was to get 
and keep the Soldier of Fortune-Sylvan Library 
combo. I would rather have cards that I can count 
on to give me card advantage, like Jayemdae Tome 
and the Hammer, than a fragile combination. Also, by 
removing Sylvan Library from the deck, you can use 
Tranquility more freely. 


4 Serendib Efreet 


Last Clean Ups. James's deck had more expensive cards 3 Birds of P. 


in it than it should have. I solved this problem partly by 
increasing the mana in the deck, but also by removing 
some of these expensive cards. I took out three Shiv- 

ans, replaced Incinerate with Lightning Bolt, replaced 


Tranquility with Tranquil Domain, and added four _. ARTIFACTS 
Mana Drains (remember they provide mana). Also, by a gid 
substituting Tranquil Domain for Tranquility, you are 4 Lightning Bolt 


better able to handle a nasty enchantment like Blood 1 ers 
Moot or Iafetnal Darkness, because Tranquil Domai’ ae Sat 
oon or Infernal Darkness, because Tranquil Domain is G Masten ARTIFACTS 
an instant. 2 Thawing Glaciers 
The deck also has a slight problem with vulnerable gp ‘Volcanic Island 
creatures. Since in this environment there are lots of » SIDEBOARD 


Lightning Bolts, Incinerates, Chain Lightnings, and 
Guerrilla Tactics, creatures with less than 4 defense die 
too easily. That’s why I took out the Soldier of Fortunes, 
Gorilla Shamans, and Juggernauts. 

I also added a few other cards for a little more variety: 
one Pillage, one Deflection, and one Icy Manipulator 
help you handle a wide variety of cards, and the one 
Kaervek’s Torch replaced a Fireball because it’s harder 
to counterspell. 


Sideboard. The last thing I changed was the sideboard. 
I don’t think the speed of Balduvian Horde is worth the 
card disadvantage, so I removed them. Also, you don’t 


need Tormod’s Crypt in a deck with a lot of counterspelling, them in the sideboard to Shatterstorm (works well against 
so I removed it, and the two Fountains of Youth are just a little | Armageddon—Diamond decks). And to add a little more ver- 
too slow to save you against fast decks, so I removed them as satility to the sideboard, I added Jokulhaups, Control Magic, 
well. Since I had one Pillage in the deck, I changed one of two Earthquakes, Dissipate, Burnout, and Mystical Tutor. 
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CARD SPECIFIC 
1) Is discarding a hand of 0 cards 
a legal discard for activating 

Lion’s Eye Diamond? 

Yes. If you discard all of your 
cards, you get the Diamond’s 
effect. The size of your hand 
is irrelevant. 


2) If | have Verduran 
Enchantress in play, 
can | draw an extra 
card if | play a Mirage 
enchantment like 
Armor of Thorns as an 
instant? 

Yes. When you play an 
“insta-chantment” like 
Armor of Thorns as an 
instant, you are still cast- 
ing an enchantment spell; 
you're just casting it using the 
rules for instants. 


3) If | target a summon 
spell with Ersatz Gnomes, 
is the change to colorless 
permanent? 
Yes. The ability of Ersatz 
Gnomes works just like —lac- 
ing or Hacking a spell; the 
change is permanent. 


4) Can | activate Hakim, 
Loreweaver’s ability to put an 
enchantment from the grave- 
yard on it and in response, 
activate it again—until | run 
out of mana or enchant- 
ments—even though the card 
says to use the ability if there 
are no enchantments on 
Hakim? 

Yes. You do not check for 
restrictions on when you can 
play a spell or ability until 
the effect resolves. 


5) Zirilan of the Claw lets me 
bring a Dragon card from my 
library into play, and the 
Dragon is unaffected by sum- 
moning sickness and is 
removed from the game at the 
end of the turn. If | put the 
Dragon in Safe Haven after 
attacking, then next turn sac- 
rifice the Safe Haven and 
release the Dragon, is it still 
removed from the game at the 
end of the turn? 
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No. All changes to the 


Dragon's original text are 7) When casting 

lost, just as if it had been Aleatory, do | have 
put into the graveyard. to declare the tar- 
However, if the Dragon is get creature | plan 
not put into Safe Haven to give +1/+1 

and phases out instead, before the coin is 
the permanent effects of tossed? 


Yes. Even 
though the 
results of the spell are 
unpredictable, you still must 
choose Aleatory’s target as 
you play it. 


Zirilan’s ability remain. 


6) When I play 
Shimmer, can | 
choose a nonbasic 
land type? 
Yes. Choosing a 
land type for 
Shimmer works 
exactly like 
choosing a 
land type for Illusionary 
Presence. 


8) Do | have to show my oppo- 
nents the creatures | put 
back in my library with Bone 
Harvest? 

Yes. You must show all the 
creatures, plus the order 


FIFTH EDITION 


Does phasing remove damage from a creature? 
Phasing out a creature removes all damage (Mirage rule- 
book, p. 1) in the same way that ending a turn removes all 
damage. However, phasing is not considered a damage- 
prevention or regeneration effect, and therefore a phasing 
effect cannot be played during damage prevention. 


Can phasing a card out save me from paying an 
upkeep cost? 

Yes. Ifa permanent with an upkeep cost phases out dur- 
ing your upkeep, you do not pay the upkeep, just as if it 
had been destroyed. 


Are the banding rules changed with flanking? 

No. One creature can only be assigned to block one other 
creature (Mirage rulebook, p. 50), and banding doesn't 
change that. You still have to assign a blocking creature to 
block one specific member of a band. Although that 
blocking creature will block the entire attacking band, it’s 
only assigned to block one member of that band, so unless 


you assign your creature to block the flanking one, the 


flanking will not have an effect. 


Is flanking cumulative? 

Yes. In Fifth Edition rules, all creature abilities are. This 
doesn't always have an effect, however. Having first strike 
twice doesn’t accomplish anything more than having it 
once. However, flanking is a triggered ability, and each 


instance of flanking will trigger whenever appropriate. 


compiled by Bill Rose, 
Jored Earle, and 
Rich Redman 


that you put them 
back on top of 
your library. 


| the blocking crea- 
" ture’s power halved by 
Catacomb Dragon? 
The blocking crea- 
ture’s (or creatures’) 
power is halved imme- 
diately after blockers are 
declared. Effects played 
later in the turn that 
increase power are not 
halved. 


10) How does Celestial Dawn 
affect Drain Life? 
A: Celestial Dawn changes 
all colored mana symbols in 
all appropriate cards to #. 
Thus, it converts Drain 
Life’s text to read: “For each 
® you pay in addition...” to 
“For each # you pay in 
addition....” 


11) How does Dazzling Beauty 
affect trampling creatures? 
A target creature with 
trample is considered 
blocked, but because it has 
trample, the damage goes 
through. 


12) Can you play Delirium on a 
tapped creature? 
Yes. The tapping of the 
creature is not part of the 
cost. It is only part of the 
effect of the spell. 


13) If | put Lure on my Stalking 
Tiger, do all of my opponent’s 
creatures have to block it 
even though it cannot be 
blocked by more than one 
creature? 

No. One creature that is 
able to block the Tiger must 
do so; the others do not. 


14) What effects can happen 
between assigning a creature 
to block Dream Fighters and 
the creatures’ phasing out? 
Dream Fighters’ ability is a 
triggered effect, so only 
other triggered effects (and 
mana sources) can be played 


Still no gum. 


Some things never change. Fifth Edition continues the tradition of Magic: The Gathering” 
excellence with strong, more balanced decks for improved sealed-deck play and 
over 200 cards featuring new art. Fifth Edition will give your opponent = 

something to chew on. 
Magic: The Gathering: a game of strategy and imagination. 
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before Dream Fighters and the crea- 
ture blocking it or blocked by it phase 
out. The phasing takes place even if an 
effect like flanking causes Dream 
Fighters to leave play. 


15) Can I cast Phyrexian Dreadnought and 
do something else before | sacrifice crea- 
tures to pay for it? 

No. This is another example of a trig- 
gered ability. Again, the only abilities 
that you can play are other abilities 

that are triggered (and mana sources). 


16) If | pay @@ or 2 life to take control of 
Emberwilde Djinn during my 
upkeep, does it get 
summoning sickness? 
Yes. Until you've had 
control of it from the 
beginning of your turn, 
it will have summoning 
sickness. 


17) Is the change in color 
caused by Grave Servitude 
permanent? 

As long as Grave Servitude remains on 
the creature, the creature is black, so if 
you play the card as an instant, it will 
only last until the end of the turn. The 
color change also overwrites the crea- 
ture’s current color(s), just as if you had 
—laced it. 


18) Can | use Mystical Tutor to get land from 
my deck? 
No. The mana-producing abilities of 
lands are mana sources, but the lands 
themselves are not, so you may not 
search for them with Mystical Tutor. 


19) If | cast Polymorph, what happens if 
there are no creatures in 
the controller’s 
library? 

A creature targeted 
with Polymorph dies 
even if there are no 
creatures left in the 
controller's library. 
Because you reshuffle 
the revealed cards back 
into the library, the con- 
troller doesn’t run out of 
cards. 


20) If | put a land into play via Rampant 
Growth, can | play another land? 
Yes. The land played from Rampant 
Growth does not count toward the 
one-land-per-turn limit. 
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21) Can I cast Reign of Chaos if there are 
either no creatures or no lands in play? 
To play Reign of Chaos, there must 
be both a target land and a target 
creature in play. Just like with any 
spell or effect, you have to have all the 
legal targets to cast the spell or activate 
the effect. If only one target 
remains when 
Reign of Chaos 
resolves, Reign of 
Chaos still 
destroys the other 
target. Again, just 
like any other spell 
or effect, once the 
spell is successfully 
cast or activated, it 
will generate as many 
of the effects as it can. If one effect 
fizzles, the rest will still happen. 


22) Can I generate a token with 

Sacred Mesa and then use that 
token to pay the upkeep cost? 
No. You must pay the upkeep cost 
before you are allowed to use a perma- 
nent’s ability. Remember too that you 
cannot play fast effects during your 
untap phase, so you cannot generate a 
token to sacrifice during your untap 
phase. 


23) Can | activate Searing Spear Askari’s 
ability after blockers are assigned? 
Yes, but if you wait until after blockers 
are assigned, it will have no effect. 


24) When, exactly, is Skulking Ghost buried? 
Skulking Ghost is buried as soon as 
the spell or effect that targets it is 
played. The spell or effect targeting it 
then fizzles. For example, if Skulking 
Ghost is targeted by Flare, Skulking 
Ghost is buried before the batch of 
fast effects created by playing Flare is 
resolved. Then, when Flare resolves, 
it has no target and therefore fiz- 
ales. The player playing Flare 
would not draw a card at the 
beginning of the next upkeep. 
Note, however, that the spell or 
effect that targeted Skulking 
Ghost is still being cast. For example, 
if you target Skulking Ghost with 
Flare, you can still redirect the spell to 


another creature with 
Meddle. Flare will then 
fizzle or not (and give 
you a card, or not) based 
on what happens with 
the new target. 
You can target Skulk- 
ing Ghost to get it out of 
the graveyard (with Bone Harvest, for 
example), because its rules text doesn’t 
apply while it’s in the graveyard. The 
same is true if your opponent tries to 
counter it when it is being cast and the 
counter spell is then countered. In 
addition, damage prevention that 
doesn't target, such as Healing Salve’s, 
can be used to protect Skulking Ghost 
without triggering its bury effect. 


25) When is the decision to remove counters 
from Soul Echo made? 
If you control Soul Echo, your oppo- 
nent makes the choice to remove 
counters instead of dealing damage at 
the beginning of your upkeep. You're 
then stuck with that decision until the 
beginning of your next upkeep. 


26) If | do not care to search my library for 
Spirit of the Night and put it into play, 
can I sacrifice Urborg Panther (without 
sacrificing Feral Shadow and Breath- 
stealer), just to get the Panther out 
of play? 

No. The cost of the sacrifice is to sacri- 
fice all three creatures, not just one. 
You can, however, play the ability even 
if you do not have a Spirit of the Night 
in your library. 


27) Can | choose not to tap Ventifact Bottle 
and thus not take the mana? 
No. If Ventifact Bottle has charge 
counters on it, then you must tap it; if 
it has no counters, then you 
do not have to tap it. Your 
choice is whether or not to 
put counters on the Bottle. 


28) Q: What happens if | put 

Agility on Telim’Tor? 

The flanking is cumula- 
tive. Telim’Tor only gives 
attackers with flanking a 
flat +1/+1, and thus 
doesn’t give itself +2/+2 while 
attacking. 


Batteries never included. 


Some things will never change. Magic: The Gathering® has always been the hand-held game that 
challenges your wits, not your reflexes. Fifth Edition™ continues the tradition of 
Magic excellence with strong, more balanced decks for improved sealed- 
deck play, over 200 cards featuring new art, plus powerful reprints 
that put a charge into your game. 
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ournament News 


Official News 


Concerning 


the DCI Updates 


The Duelists’ Convocation International (DCI) announces the 
elimination of the official Standard (Type II) Restricted List, which 
| went into effect January 1, 1997 Henceforth, only the Banned List 
will affect Standard tournament deck construction (in addition to 


_ | the existing DCI Standard Floor Rules). Cards that currently 


appear on the Standard Restricted List and that remain in the tour- 


nament environment after the departure of Fallen Empires and Ice Age after the 


first of the new year will be moved to the Standard Banned List. 
Therefore, as of January 1, 1997, the official Banned List for sanctioned 


Standard tournaments is as follows: 


yf 


pDcI 


2.3.2 BANNED LIST FOR 


STANDARD TOURNAMENTS 


» Any card not specifically 
permitted by rule 2.3 

» Any ante card contained in 

any newly released card set 

Balance 

Black Vise 

Bronze Tablet 

Channel 

Ivory Tower 

» Jeweled Bird 

» Land Tax 

>» Mind Twist 

» Rebirth 

» Strip Mine 

> Tempest Efreet 


> Timmerian Fiends 


Vi. WV Yar 


eer remy ee | 


decided the outcome of duels and 
* matches. The ability to swing a duel 
* or match by drawing or otherwise 


playing a restricted card introduces 
a much higher element of chance 
into the tournament environment 
than is appropriate for an intellec- 
tual sport. Eliminating the 
Restricted List reduces the ran- 


*~ domness factor. 


Moreover, the restriction of 


powerful cards creates a significant 
: problem in ongoing card design. By 
~ way of example, consider the 


Tutors in Mirage: Their effective- 


__ Ness is greatly enhanced by their 


* ability to retrieve restricted cards 


he DCI realizes that this 

change will significantly alter 
deck construction and playing 
strategies in the Standard tourna- 
ment environment. However, we 
believe there are sufficiently com- 
pelling reasons to support this 
decision. 

The 1995-96 tournament sea- 
son demonstrated that restricted 
cards, despite being limited to one 
per deck by card title, frequently 


_ from a player's library. Eliminating 
’ the Restricted List creates fewer 
 card-design limitations. 


While banning or restricting 


._ cards is never taken lightly, the 

- absence of a Restricted List clearly 
+ means that the DCI must exercise 
"even greater care when making 

- future decisions. The DCI hopes 

* that players understand the need 

. for this alteration to the Standard 


tournament environment. 


? McCabe: Third 
: time’s the charm. 


Paul McCabe's 
Star Shines 
in ‘Big D’ 
he Dallas-Forth Worth Lakes 
Hilton in Grapevine, Texas, is 
situated approximately ten min- 
utes from the DFW Airport (via 
shuttle), and what seemed to be an 
eternity from any place else. And 
when a two-day ice storm trickled 


through town in late November— 
postponing flights and making taxi 
cabs a rarity—one certainly needed to 
keep entertained inside the hotel. 
This was no problem, however, for 
Magic aficionados. 

From Friday, November 22, 
through Sunday, November 24, some 
five hundred Magic fanatics attend- 
ing Pro Tour—Dallas ignored the 
inclement weather outside—evoking 
memories of Pro Tour—-New York’s 
blizzard last February—and played in 
countless tournaments inside. The 
top-draw events included a $40,000 
Classic (Type I) championship; a 
$150,000 Standard (Type II) Master 
event; and a $60,000 Standard Junior 
(eighteen and under) championship, 
marking the largest scholarship pay- 
out in Magic history. These three 
major-money affairs were run while 
countless “ancillary” events were being 
staged in the hotel’s lower level, 
making Pro Tour—Dallas a 
Magic lover's paradise. 

The Standard (Type II) bat- 
tle at Pro Tour—Dallas marked 

continued on page 34 
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Tournament News continued 


the largest single pool of Magic cards 
ever available for one tournament. 
For the record, the following seven 
sets were allowed in play: Fallen 
Empires, Ice Age, Homelands, Alliances, 


Mirage, Chronicles, and Fourth Edition. : 


Though the DCI has changed the 
definition of Standard play—as of 
January 1, 1997—to include just the 
basic set, the most recent stand-alone 
expansion, and the last two limited- 
edition expansions, the 
old definition of Stan- 
dard still stuck in Dal- 
las. A total of 242 
Master-division par- 
ticipants, along with 
151 Junior-division 
players, battled 
through nine and eight 
rounds of Swiss-style 
play, respectively. 

Following Saturday’s 
Master-division fight, 
eight players emerged 
as quarterfinalists: 


San Diego; Jason Zila 

(7-1-1) of Huntington Beach, Cali- 
fornia; Chris Pikula (7-1-1) of 
Chesterton, Indiana; Robert Thorn- 
burg (7-1-1) of Las Cruces, New 
Mexico; Paul McCabe (7-1-1) of 
Toronto, Canada; George Baxter 
(7-1-1) of Dallas, Texas; Peer Kroger 
(7-1-1) of Hamburg, Germany; and 


Olle Rade (7-2) of Géteborg, Sweden. 


Following Sunday's championship 
round, McCabe, a nineteen-year-old 


engineering student, found himself sit- : 


ting atop the field. A two-time run- 
ner-up at previous Pro Tour events, 
McCabe, using a slightly tweaked 
Necrodeck in Dallas, finally broke his 
bridesmaid string. 

“I was starting to wonder if I was 
destined to always finish second,” he 
said, moments after sweeping Zila, 
3-0, in the finals. “It really feels good 


to finally win one of these things.” For : 


his efforts, McCabe won $26,000. 
Zila, who's just sixteen years old and 
competed with a straight-white deck, 
earned $16,000. 
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: Junior division, meanwhile, sported 


Schneider: Scored 
Brian Hacker (8-1) of $16,000 for the future. 


Junior Justin Prevails 


Pro Tour—Dallas’s eighteen-and-under 


the largest collection of teens (151) 
ever assembled for one Pro Tour out- 
ing. In the Junior finals, fifteen-year- 
old Justin Schneider of Lutherville, 
Maryland, outlasted sixteen-year-old 
Dallas local Jeremy Baca, 3-2. For his 
winning combination, Schneider 
earned a $16,000 scholarship; Baca, 
meanwhile, came away with : 
$10,000 in scholarship 
winnings. 

Overall, of the Top 32 
Master-division decks and 
Top 8 Junior decks played 
at Dallas, the most-fre- 
quently used card (not 
counting basic lands) was 
Strip Mine (which 
appeared in 39 decks). The 
remaining top ten cards 
went as follows: Zurab Orb 
(36); Mishra’s Factory (28); 
Black Vise (22); Serrated 
Arrows (22); Ivory Tower 
(21); Balance (20); Disen- 
chant (19); Thawing Glaciers (18); 
and Swords to Plowshares (17). 


that would be relatively simple and 


not too difficult to play. I wanted 


? something that would be good against 
? Necro and would be good against 
: control decks.” 


Johns, a twenty-three-year-old 


: senior at Cal-State Northridge, said 

: he heard about the deck through a 

: friend, and spent three weeks modify- 
: ing and playtesting it. The original 

: version of the deck featured some 


countermagic and Chain Lightnings. 


: Johns took out the counterspells and 
: substituted Incinerates for Chain 
: Lightnings, and added Psionic Blasts, 


; making it more offensive. 


“Especially because of the Necro 
[decks], I wanted to be able to deal out 


: serious amounts of damage in a rela- 
: tively quick order,” he said. “I also 
: based the deck more around a recur- 
; sion theme; I have two blue Tutors 
: that help me recur after I empty out 


my hand, and I also added Diminish- 


: ing Returns, which I know is kind of 
: funky for Type I.” 


Once qualifying for the Round 


of 8, Johns defeated New Hampshire's 
? Tom Guevin, 2-1, in the quarters; 
: then ousted New York’s Steven 


: O’Mahoney-Schwartz, 2-1, in the 


Johns Wins Classic 


Though the Classic tournament was a 
prelude to the main Type II Pro Tour 
event, it drew ninety-five 
players, including most of 
the big names on the Pro 
Tour circuit. The $40,000 
purse, while not quite the 
$150,000 awaiting the win- 
ners of the Standard compe- 
tition, was substantial 
enough to generate profes- 
sional-level intensity 
through the seven prelimi- 
nary rounds of Swiss. 

Scott Johns won with a 
deck dubbed “The Zoo,” a 
red/white/blue/green deck 
which featured a lot of small 
creatures and direct damage. “I don’t 
really play Type I anymore,” he con- 
fessed. “I got out at the beginning of 
the year, so I was looking for a deck 


Johns: Capitalized 
with The Zoo. 
: combined purse of $180,000 in cash 
: and scholarship prizes: $150,000 
: Masters; $30,000 Juniors. Don’t miss 
: the action! 


: semifinals. In the championship 
: match, Johns outlasted Huei-Saint 
: Shwe of California, 2-1, to take home 


the $11,200 first- 
place prize. 

The next stop on 
the Magic Pro Tour 
will be Los Angeles, 
California, February 
28 to March 2, 
aboard the majestic 
Queen Mary ocean- 
liner. Master-division 
and Junior partici- 
pants will compete 
in a Limited 
(Rochester Draft: 
Mirage and Visions) 
environment with a 
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Single-Card Strategies 


JEFF FRANZMANN “ If you see or hear about a 
particularly interesting key 


ia. 1 play, write to us about it 
= at “Key Plays,” c/o The 
j :§ 3 : ‘ Duelist, PO. Box 707, 


Renton, WA 98057, or 
<duelist@wizards.com>. 


compiled by 
feteris Melody Alder 


Mmonor Gaweare 


Fazael looked over at 
Hesenti, not sure what 
to make of the 
Tarkaan’s offer. Their 
families had been feud- 
ing for centuries, yet 
now the’scion of a 
noble house had low- 
ered himself to enter 
the tent of a common 


This issue’s key plays both involve almost perfect opening plays from 
Pro Tour—Dallas—two killer openings with two very different outcomes. 


Balancing ‘Tactics 


@ nv the quarterfinals of the Type I 


tournament, Scott Johns of Northridge, 
4 2 ; Aa th * , ; 
California, and Tom Guevin of Nashua, 


= New Hampshire, were playing the third 


herder, a true mark of shame for one of and decisive duel to see who would take 
Teferi’s Honor Guard. the match. Guevin went first, and practi- 
cally emptied his hand when he played a 
esides having flanking, a powerful Tundra, Mox Sapphire, Black Lotus, and 


offensive ability, Teferi’s Honor Zuran Orb. Then he tapped the Tundra 

Guard presents an even more com- for white mana, fed it to his Orb, and 
plex dilemma for defenders, as you can , aha Litanin 

‘ 3 x tapped the Mox to cast Balance, forcing 
phase it out by paying @ @. When it 


htliadis, yourléppooent can eabes Heder Johns to discard down to two cards. 


defenders and have them be “flanked,” Johns, unfortunately for Guevin, was 

which will reduce their power and tough- holding three Guerrilla Tactics, each of which lets 

ness, or else watch helplessly as the you deal 4 damage to a target creature or player if you're 
Guard phases out, leaving the field of bat- forced to discard it. So without even taking a turn yet, 
tle open for your other creatures. Or your Johns was able to deal 12 damage to Guevin, despite 


Guevin (right) was 
. ; 2 : : unable to recover 
recover quite nicely from his lack of cards, as on his next _ from Johns's Guerrilla 


opponent can let the Guard through to 
deal its damage. 

But the Guard is even more effective on 
defense. Wh t deci } 
2 Pk ieee eT andes more cards. He went on to win the duel, the match, and 
damage is dealt, make it phase out. At the the Type I tournament. 
beginning of your turn, it will phase back 
in and be ready for your next attack. 


Teferi’s Honor Guard is also well pro- Disease and ‘Torture 


tected from almost any form of creature 


Guevin’s killer opening. Furthermore, Johns was able to 


turn, he cast Ancestral Recall and was able to draw three —Tactics. 


removal. Any spell that targets the Honor k @ iller openings are hard to come by _ both players’ life totals down to 13 and 
Guare wit opr! you Lag mePiges OF in Type II, but Ian Kurihara of forcing both players to discard cards 
scanty, agin 2: ps tags 9 gia aad ® Aiea, Hawaii, was able to throw from their hands. Ian’s discard included 


Wrath of God and mass-destruction spells 


such as Jokuthaups, Earthquake, and Savage out a doozy. On his first turn, he — Nicol Bolas, but he used two more 


Twister can be turned to your advantage played a swamp and three Dark Ritu- —_ mana to cast Shallow Grave, bringing 
with the Honor Guard, as you can phase it als. He used one mana in his pool to the fierce Elder Dragon Legend into 
out in response and phase it in to an cast The Rack and then used three play with no summoning sickness. He 


empty battlefield the next turn. The Honor 
Guard, so long as you keep two blue mana 
available, is virtually indestructible. 

Remember that having two blue mana 
available not only lets your opponent 
know that you can phase the Guard at any 
time, but it also gives you the psychologi- 
cal threat (and the real one) of Counter- 
spell, Arcane Denial, or Memory Lapse. Your 
opponent may very well cast Jokulhaups, 
bargaining that he or she will be able to 
deal with the Guard, only to watch as you 
cast Arcane Denial in response. An increase 
in your options always makes things more 
difficult for your opponent. 


more black then attacked with Nicol and dealt 7 


mana to cast damage, which forced his opponent to 
Pox, bringing discard his entire hand, though Kuri- 
hara ended up taking a point of mana 
burn (boo-hoo). His poor opponent 
was already down to 6 life when his 
turn came around, and he immediately 
took 3 more damage from The Rack. 
In subsequent turns, he couldnt get 
cards into his hand fast enough to 
avoid being Racked to death. Nowsthat 
had to have hurt. 


SINGLE-CARD STRATEGIES IS A TRADEMARK OF JEFF FRANZMANN 
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Its Time to Change Your Game 


You ve tried the light side. You've tried the dark. You've summoned 
yo many War Mammoths you can't see straight. Bestoes, ts all about 
killer decks, anyway. Its easy to get caught ina rut. The same card 
game, over, and over, and over. You need a break. Its time to get back to 
role-playing. 


There are whole worlds waiting for you 1n the 

Dikesbns& Dracons: AD& Ly game. There's the heroic adventure of 
SOU Se nete0 BIRTHRIGHT? the gothic horror of RAVENLOFT® and the 

otherworldly oddities of PLANESCAPE 

There’s the new DRAGONLANCE®: FIFTH AGE™ 
Dramatic Adventure Game based on the all-new SAGA" 
Game Rules. It’s a great new RPG, not a card game, not 
collectible, and not AD&D. 

And this summer, there'll be the stars ... 

Come back to role-playing. You won't even miss the 
thallids. And believe us, they won't miss you. 


Come Back to Role-Playing! 


To find the store nearest you call toll-free 1-800-384-4TSR. 
Questions? Call Rob Taylor at 414-248-2902 or Email TSRConSvc@aol.com. 
Visit us on America Online at keyword: TSR. 


Nes j 


Birminicht, RAVENLOFT, and PLANESCAPE are campaign worlds for the AD&D game. ® and ™ designate trademarks owned by TSR, Inc. ©1996 TSR, Inc. All nghts reserved 


| Single-Card Strategies 


YDNEY, AUSTRALIA—The harbor city of Major Magic 
QDIEFF FRANZMANN Sydney is experiencing a change that’s taking Magic Retailers 
} k players by surprise. Big tournaments are bursting out in Sydney 
seo rreay«c | all over the city, with prizes unheard of six months 
: 4 ; > , ° Atlantis Gaming 
ago. The cause of this excitement? WotC’s Magic Pro Tour. : 3¢9 pitt st 
Fazael looked at the Until recently, Sydney held about half a dozen regular tour- : Sydney 2000 
sky through dim eyes, naments, each attracting no more than twenty to thirty pane te re 
not willing to believe players. Then, almost overnight, Magic in Sydney changed. 
what had just taken Last October, several Australian cities held qualifier ap ag 
place. Everything he tournaments for Pro Tour—Dallas. In Sydney, sixty-five ; Sydney 2000 
had worked so hard to players competed for the two slots, with the winners being : rea — 
accomplish had fallen local expert Rod “Usagi” Ho and Australian National 
to dust, shattered by an Champion Joseph “Gambit” Tan. nv 
Westpac Plaza (Wynyard) 
act of base Betrayal. Despite the improvement in tournament attendance, Sydney 2000 
1d shike this growing competition scene is still having teething peg ol 
8 4 ee ms problems. “Sydney has too many tournaments now,” says 
most importan’ aspects play Ses nia . . SR eae rae 2 fi Kings Comics & Cards 
Magic is tad The pi hihi rsa of en Se a sane Shop W227 Elizabeth St. 
: owntown shop. ere are scheduling clashes caused by ydney 
more cards you have in hand, the more AeA east PILAR ie ) prea evs 
resources available for your use. a lack of coordination between sponsors. (02) 9267-5615 


Betrayal can be a potent card-drawing 
weapon when used properly, even if it is 


Many of the top players agree. Darren “Ferret” 


evar 5 Lift Off 
Williams is a twenty-two-year-old Ph.D. student who 


Ist Floor, Eastwood Plaza 


dependent on the enchanted creature regularly wins local tournaments. “We need guidance,” he : Eastwood 2122 
6 y S > contact: Lawrence Campbell 

tapped. declares, “and more sponsorship, especially for Pro Tour (02) 9674-9095 
she atan of the enchantment is one qualifiers.” The guidance may have already arrived, in the: 
hay ie rm form of a new Australian Web page at <www.magic.net.au>, Hesergoelt Argyle St. 

’ ppg whose Magic tournament calendar allows organizers to > Parramatta 2150 

activate is an excellent choice. Whether “oe 3 enlee Aes ae S comtact: Mike Sroadbest 
you choose utilitarian creatures like schedule and advertise their events months in advance. (02) 9689-3522 
Prodigal Sorcerer or Samite Healer, or In Sydney, the most common Magic meeting place is 
more esoteric creatures such as Abyssal 
Hunter, the placement of Betrayal will 
mean that use of these creatures will ’ 
net you a card advantage, even as your A Pw 


opponent is attempting to achieve a play 
advantage. Your opponent will be forced 
to evaluate the benefits of using the 
ability against the drawback of allowing 
you to draw a card. 


Spotlight on 


Games Paradise. On Thursday evenings, players take part 


Rod Ho will receive support from people who share their <fatman@speednet.com.au> 


Icy Manipulator and respond to that by 


transferring Betrayal onto the iced crea- enthusiasm. These players hope to one day make Sydney 


Magic Australia home page: 


Alternatively, you can simply force in a feeding frenzy of trading before breaking up to play at | Magic 
creatures to tap using Amber Prison, one of several nearby venues. The best players oftenend up : Tournament 
Twiddle, Icy Manipulator, or Abyssal at Atlantis Gaming, a short walk down Pitt Street. Atlantis; Organizers 
Hunter. Creatures can be forced to attack offers Magic players a comfortable place to trade and play: gen seck 
using Norritt or Siren’s Call, and by ) two days a week, with tournaments every fortnight. :  <bseck@wr.com.au> 
extension, wind up being tapped. Z Another popular meeting place is Games World, which Dylan Chan 
Eats a one ” “ape : ay at the northern end 3 town. Games World is owned Pere a appa 
the sie esl ree 1 to your Fi y Stuart Fyfe, who runs regular tournaments in the 
opponent in a tapped condition, allowing = nearby food hall. Games World players tend to be older — hasta 
you not only to use an opposing crea- ‘ and quieter, content to play long-running Sealed-Deck 
ture, but to draw a card as well. = competitions rather than the cutting-edge Type II events. ; rer - “i 
You can use Crown of the Ages to “4 And in the southern suburb of Sylvania Heights, local _ (a seso-tre =a 
move Betrayal around and maximize 8 businessman Gary Plachetta has run his own style of 
Betrayal’s effect. If your opponent : tournament every month for the past three years. Gary's Other Magic 
throws his or her enchanted creature format encourages the creation of eclectic, off-color decks : Resources in 
inte battle, hoping to have it destroyed, ith ou: dependencies on any one particular card. : Sydne 
ee — Though a Pro Tour event is not likely to be held i Des teays 
instead to save the enchantment. Or tap $ 8 ‘ ae Ser ee a : DCI representative & chief judge: 
one of your opponent's creatures with & Australia in the near future, world-class contenders like chris Zantides 
2 
= 
< 
n) 
ture. You could end up saving Betrayal 3, as famous in Magic history as 1996 World Champion <hitp://wwew.magic.net.au> 
and drawing a card. # Tom Chanpheng has made Brisbane. —Greg Cantori 
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Qualify for the $150,000 
Paris Professional Tournament 
April 11-13, 1997 


™ 


ae 


te, 


© Qualifiers.in Over 20 countries worldwide! 
& DCI Standard format—November ’96 Rules. ' 


& Master-division only. Players eighteen or under may compete, but they should be advised that those 
who go on to play at Pro Tour-Paris—a Master-division only event —will permanently relinquish the right 
to participate in the Junior division. ie 


> All aye compete in modified Swiss-style rounds. Top 8 competitors play in a separate, single-elimination 
draw for prizes and invitation(s). 


& $18 for advance registration or $20 for on-site registration (North American cities). ee 
§ 

Dete ty . Contact Nember Invitations Prize Date ity Contact Number Invitations Prize e 
T-Feb Kansas City, KS_ «913-962-4263 2 $500 1-Mar — Pro Tour-Los Angeles 206-624-0933 2 $500 
8-Feb Philadelphia, PA 800-852-2442 2 $500 2-Mar Albuquerque, NM 505-265-6100) 1... $500 
8-Feb St. Lovis, MO 314-770-0022 2 $500 8-Mor Atlanta, GA 770-753-0030 bP s500 
15-Feb New York,NY 800-852-2442 9 2—S $500 8-Mar Oklahoma City, OK 316-522-5331 "2 «© $500 
15-Feb High Point, NC 910-889-9900 2 $500 8-Mar Indianapolis, IN 317-578-3459 = 2S $500 
15-Feb Houston, TX 713-680-1870 2 $500 B-Mor Sot Loke City, UT 800-927-5075, 1 _ $500 ; 
15-Feb Chicago, IL 847-853-1994 2 $500 8-Mar Toronto, Conada 905-524-5725 2 $500, 
15-Feb Seattle, WA 206-204-5899 2 $500 8-Mar Mt. View, CA 415-947-0398 2 $500 en 
22-Feb Ft. Collins, CO 970-493-0483 2 $500 8-Mar Los Vegos, NV 702-360-5211 2 $500” 
22-Feb Wichita, KS 316-522-5331 2 $500 8-Mar Seattle, WA 206*204-5899. 2. $500 
22-Feb _Edison,.NJ 800-852-2442 2 $500 8-Mar Boston, MA 617-666-5799 2 $500 
22-Feb Torotito, Canada «905-524-5725 2 $500 8-Mar Honolulu, HI 808-596-8230 2 $500" 
22-Feb lowaCity,IA 319-338-0086 2 $500 15-Mar East Lonsing, MI 517-351-5811 2 «$500 
22-Feb Mit. View, CA 415-947-0398 2 $500 15-Mar Orlando, FL 770-753 2 $500 
22-Feb Minneapolis, MN" 612-938-8163 2 $500 15-Mor New York, NY 800-852-2442 «2 == $500 
22-Feb Phoenix, AZ» 602-943-8038 1 $500 15-Mar Little Rock, AR 501-661-0870 1 $500 
22-Feb Cleveland, OH 330-922-4263 2 $500 15-Mar Lexington, KY 606-225-9410 2 $500 
1-Mar Washington D.C. 301-881-3530 «2S $500 15-Mar Chicago, IL 847-853-1994 2 $500 

~ V-Mar Vancouver; Canada 604-521-4471 2 $500 15-Mar Seattle, WA 206-204-5899 2 $500 
I-Mar Syracuse, NY 315-449-4060 2 $500 16-Mar Boston, MA 508-562-7898 2 $500 
1-Mar NE 402-434-5050 1 $500 16-Mar Son Diego, CA 714-444-4566 = 2 —-$500 
I-Mar Pro Tour-Los Angeles 206-624-0933 2 $500 TBA —Los Angeles, CA 714-444-4566 «2 $500 

> % y 


Also in Australia, Austria, Belgium, Czech Republic, Denmark, Finland, France, Germany, 
~ Hong Kong, Hungary, Italy, Japan, Mexico, New Zealand, Norway, Portugal, Slovakia, gf 
Spain, Sweden, Switzerland, and The Netherlands. 


For alelstest infermation on the over 80 Qualifiers worldwide, cal Wizards of the Coust® Customer | 
Service at (206) 63 33, our Eoropenn Office at +32(14)44*30°44, or check the Wizards of the Coast website at <www.wizards.com>. ” 


Wizarps oF THE Coast, Magic: The Gathering, and Macic: THe GaTHEeRING Pro Tour are trademarks of Wizards of the Coast, Inc. 
PheiGs NCEE ©1996 Wizards of the Coast, Inc. 
. ee 


If you play only one real RPG this year, it will have to be... 


Fallout 


A GURPS Postnuciear Adventure 
“Fallout has everything necessary to be the best roleplaying game of all time” 


— Next Generation 
EE Coming Soon 
www.interplay.com Win 95/00S, and 


© 1996 Interplay Productions. Fallout: A GURPS Postnuclear Adventure and Interplay are trademarks of Interplay Productions. All rights reserved. 
GURPS is a registered trademark of Steve Jackson Games Incorporated. Used under license by Interplay. All rights reserved. 


HPERTADIE = STRAIGHT FROM THE START 


{like teaching and I've 


LESSON ONE: Play your spells and fast 
effects at the last possible moment to keep your 
options wide open. 

Let's say it’s your turn and you draw a Dis- 
enchant (an instant that destroys an artifact 
or enchantment). Harrison, your opponent, 
has been dwindling your life by attacking 
with his Igneous Golem (a 3/4 artifact crea- 
ture). You could destroy the Golem now and 
be done with it, but you decide to wait and 
take advantage of the fact that Disenchant is 
an instant. On his next turn, Harrison 
enchants the Golem with Unholy Strength, 
making it a 5/4 creature, and attacks. In 


Shiai they renohres rn talk- 
ing about judging when to 
“pla your spells and fast 

4. ‘ects As a general rule, 

- should play things at the 
t possible moment, and 

: g that can make a 


response, you destroy the Golem and the 
Unholy Strength—now you've not only 
spoiled Harrison’s whole attack, but you've 
also made him waste his enchantment. 
Waiting on that Disenchant could be 
even more helpful in a different situation. 
Let’s go back to Harrison's turn and say that 
before attacking he summons a Colossus of 
Sardia (a 9/9 artifact creature). Now the 


buge difference in your 

; ane Of course we all play 
for fun, and 

t should be the 

main objective, but 

_ it's always nice to 

tink about beating 

t ¢ tar out of your 

ocal Magic hotshot. 

ou know the one I’m 

(ing about—that guy 


1 a suitcase full of cards.) 


by Melody Alder 


Now Is the Time 


Igneous Golem looks puny next to the 
Colossus; by waiting you have given yourself 
the chance to target a bigger creature with 
your Disenchant, which will annoy Harrison 
even more. 

You can also increase your options by 
waiting until the last possible moment to 
summon your creatures. It’s easy to fall into 
the habit of performing your main phase in 
the order that it’s presented in the rulebook 
(playing a land, then playing creatures and 
spells, then attacking), but you don't have to. It 
often makes sense to switch the order 
around, Let’s return to the Disenchant 
example I used earlier. Remember Harrison 
casting that Colossus of Sardia before he 
attacked? If he had waited and cast it after- 
ward, you would have disenchanted his 
Igneous Golem instead of the more power- 
ful Colossus. Also, waiting to summon crea- 
tures until the end of your turn frees up your 
mana in case you decide to cast other spells 
during your attack. If you use the last of your 
mana to summon a Scryb Sprites and then 
decide to attack with your Stalking Tiger, 
you may kick yourself when you realize that 
you could have saved your Tiger from death 
if only you had enough mana to cast the 
Giant Growth in your hand. 


LESSON TWO: Time your moves so that 
youre giving away the least amount of infor- 
mation to your opponent. 

Just recently I was playing a friend who had 
built a “pump” deck (a deck filled with crea- 
tures whose power and/or toughness could 
be increased by “pumping” mana into them), 
but he wasn't playing it to its fullest poten- 
tial. He attacked with his 0/4 Storm 
Shaman (@: +1/+0 until end of turn), and 
before I had a chance to declare blockers, he 
told me that he was pumping three red 
mana into it to change its power from 0 to 3. 
This, of course, helped me to determine how 
best to block it, or whether to block it at all. 
My opponent should have taken advantage 
of the fact that the Shaman’s ability is a fast 
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effect and waited until I had declared 
blockers; instead, he spilled his secret too 


early and gave me the choice of how best 
to react. As it was, I knew exactly how 
powerful the Shaman was going to be and 
decided to cast Errand of Duty (an 
instant) to create a 1/1 token for blocking. 
You also give away less information 
when you wait to summon creatures until 
after your attack. After all, when you put 
out a creature beforehand, you give your 
opponent the option of considering this 
new creature when she decides how to 
deal with your upcoming attack, and 
you've also helped her determine what 
creatures to save back for her own next 
attack or defense. It’s almost always a 
good idea to wait to summon creatures as 
the last thing you do in your turn. 
Waiting to play your cards also pro- 
motes bluffing, which is an important 


strategy to learn in Magic. If you play 
your cards right, you can bluff your oppo- 
nent into doing things she normally 
wouldn’t do. Once again, keep in mind 
that you're trying to give away the least 
amount of information. Sure, you could 
use the last of your mana to cast that extra 
creature, or you could save it back and 
have mana available to you on your oppo- 
nent’s turn. Almost any player who sees 
that you have two untapped islands, for 
example, is going to think you're just wait- 
ing to cast a Counterspell and will there- 
fore be very careful about what spells she 
casts. Likewise, you can attack and save 
back one green mana, bluffing your oppo- 


nent into thinking that you're just waiting 
to cast a Giant Growth, which could 
make her reconsider blocking your 1/1 
creature with her 3/3 creature. 

You can also surprise your opponent by 


WML Ly (25 


Remember those annoying little notes in the margins of 


your textbooks that defined key terms? 

CARD ADVANTAGE: FAST EFFECT: 
You’ve heard the term, but what Before you can really understand timing, 
does it mean? When you have you have to understand what a “fast 
card advantage, you have more effect” is. The rulebook says a fast effect is 
cards in play or in your hand an instant, interrupt, mana source, or non- 
than your opponent. This means continuous ability. Well, that means that 
that you have more options any card that says “instant,” “interrupt,” 
available to you, and your or “mana source” in the card type slot 
chances of winning are greater. (right below the illustration) is a fast 
Card advantage comes in many effect. But what do we mean by “noncon- 
forms: you can get it by destroy- tinuous ability”? If a card’s text box reads 
ing two of your opponent's cards that you may choose to spend a certain 
with one of yours (a Disenchant amount of mana, pay a certain cost (like 
taking out a creature enchanted life or a sacrifice), or just tap the card 
with Holy Strength, for example), _ itself, then that function is a noncontinu- 
by drawing more cards than ous ability, and therefore is a fast effect. 
your opponent (like with a So tapping your Prodigal Sorcerer to deal 
Jayemdae Tome), or by forcing | damage, paying three @ to increase the 
your opponent to discard cards power of your Shivan Dragon, and playing 
(with Mirage’s Stupor, for Giant Growth to a give a creature +3/+3 
instance). are all fast effects. 
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using a sort of reverse psychology. Use all 
the mana produced from your lands, for 
example, knowing that you have a 
Llanowar Elves that produces one green 
mana. Your opponent may think you're all 
tapped out, allowing you to enhance one 
of your creatures with an unexpected 
Giant Growth. 


LESSON THREE: Maximize the useful- 
ness of your cards by casting them at the 
right time. 

Some cards work best in the early game 
(turns one through three), and others 
work best in the mid-to-late game. 

Take, for example, Keldon Warlord, 
which has a power and toughness each 
equal to the number of non-Wall crea- 
tures you control, including the Warlord 
itself. You could cast the Warlord when 
you have only two other non-Wall crea- 
tures in play; this would give it a tough- 
ness of 3 and basically advertise it as 
Lightning Bolt fodder. Or you could wait 
until you have at least three other non- 
Wall creatures on the board, thereby 
keeping it out of that dangerous 3-point 
Bolt range. 

Or perhaps you want to cast Diminishing 
Returns, which makes each player shuffle 
his or her hand back into the library and 
draw up to seven new cards. The ideal 
time to cast it is when you have fewer 
cards in your hand than your opponent; 
that way your net card gain is greater than 
your opponent's and you've gained some 
card advantage. 


Class Dismissed 

Okay, time for a quick review: keep your 
options open, try to surprise your oppo- 
nent, and get the most out of your cards. 
As with any lesson, this is best learned by 
putting it into practice. So play—and play 
daringly. If you're not sure if you're break- 
ing the game rules, don’t worry about the 
rules. As long as both players agree about 
the way something works, that’s all that 
matters, and you can always ask about it 
later. The point is to have fun—and even- 
tually to send that suitcase guy packing. ® 


Formerly an English teacher, Melody Alder 
enjoys teaching others; just don't call her a 
schoolmarm or she may smack you with a 
ruler. 


“hd invade our space, and we fall. back) 
The yassimilate entire worlds, and we fallhback. 
THe line must be drawn here!” 


+. «7 Jean-Luc Picard 


' 
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% Featuring STAR TREK: First Gontact 
CONTACT: 1-888-457-4647 © www.frpg.com 
FIVE RINGS TM ® & COPYRIGHT © 1996 Paramount Pictures. Ail Rights Reserved. SIAR TREK isia 
SLISHING GROUF INC Registered Trademark of Paramount Pictures. Five Rings Publishing Group, tit. Authorized User 


Assemble a killer deck in 
the Deck Builder. 
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The sear | 


Sorcerous advisors teach Magic 
in rich multimedia style. 
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EXPERT ADVICE 


One of Magic’s true 
tragedies is a long 
string of neglected 
cards. Some cards are 
ostracized, like Great 
Wall or Sorrow’s Path. 
Yet others fall into the 
dustbin of forgotten 
history, like Serendib 
Djinn or Lord Magnus. 
And then there are a 
few sad, woebegone 
Magic cards that | have 
never seen mentioned 
in a strategy article, 
never included in a 
deck, never even 

played with or against, 
and never heard of 
anyone ever using. 
This April’s article is 
dedicated to the 
chivalry of righting 
that wrong; this April’s 
article is about the 


Queen of Spades. 


CARD SPOTLIGHT 


The Queen of the Deck 


he Magic poker deck expansion is a 
fifty-four-card, unlimited promotional 
set with white borders—very generous 
white borders. The unusual thing about 
this promotional set is that the cards are not 
random, so you need not trade to get a full set. 
The other odd thing is the rarity scheme: 
there are fifty-two rares, and one common 
Joker with two different pieces of art. 
(Rumors exist of a rare third Joker with a third 
piece of art, but I’m not one to start rumors.) 

Previously, this premium poker product was 
only passed out to prize players. Now, it’s easy 
to get. Simply become a Legend member of 
the Duelists’ Convocation International 
to receive your fifty-three rares 
(you also get an Italian Legends 
booster as a bonus), and get 
ready to add the power of the 
Queen of Spades to your decks. 

And yes, you can play with it 
in your Magic deck, but only in 
Type I tournaments. The DCI 
floor rules make that clear: 

2.4 Classic (Type 1) 

Deck Construction 

Classic (Type I) tournament decks 
may consist of cards from all editions / 
of Magic, any extension of the / 
basic set, all promotional cards / 
released by Wizards of the Coast, 
and all limited-edition or stand- 
alone expansion sets. 

The poker decks are clearly promotional 
cards, and unlike the super-sized Chaos Orb 
or Serra Angel, which explicitly say, “not for 
play use,” you can definitely add cards from the 
Magic poker deck into your Magic play deck. 
And unlike the Legends rules card, they are not 
marked, having the same back as every other 
non-Alpha Magic card. 


Hoyle’s Rules & Errata 

Now that we've established that you can play 
with the card, there’s also the little issue of how 
you play with the card. The rules aren't quite as 
clear on its mechanics as they are with, say, 


by Chris Page 


Grizzly Bears or Howl from Beyond. In what 
may be a shock to all poker, bridge, and 
Twister’ players, the Queen of Spades is not a 
black card. The color is determined by the 
color of mana required by the casting cost; the 
Queen of Spades has no casting cost, hence 
has no color. Since it requires no particular 
color of mana to cast it, it is colorless. 

This brings up another issue. Like the 
Alpha edition of Cyclopean Tomb, the Queen 
of Spades has no casting cost. There are cards 
that cost zero to cast (Crookshank Kobolds, 
Ornithopter, Triangle of War), but only 

because there is a 0 in the upper 
right-hand corner. But the absence 
of the casting cost means that the 
card cannot be cast. So it can never 
be in play. 

There’s an even more serious 
problem with casting the Queen 
of Spades; it also lacks a card 

type. It is a spell, since 

) the rules define that all 
/ types of cards besides 

/ lands are spells. The 

rules are vague as to 
which type of spell, how- 
ever. The Queen of Spades 
is just some undefined, 
indeterminate spell type that 
cannot be cast. You can, how- 
ever, Demonic Consult for it. 
(Try it—just for the mere shock 
and horror on your opponent's 


*, 


face. Just make sure you have a friend with a 
camera ready to go before you announce what 
youre Demonic Consulting for. Even better, 
follow up by using the Queen to finish off your 
opponent.) 

While the card cannot be in play, it can be 
in any number of other zones of play. It can 
easily wind up in your graveyard, hand, or 
library. With Ashnod’s Cylix, it can end up 
out of the game, or you can set it aside with 
Gustha’s Scepter. And it can also wind up in 
the ante, which brings up a full house of strategic 
implications. 
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Not that it generally matters, but the 
Queen of Spade’s formal name is Q@. 
The common shorthand is just to call it 
the Queen of Spades, making it the one 
card whose nickname is longer than its 
technical name. Like Pearled Unicorn, 
it has no rules text, and like Thallid 
Devourer, it has no flavor text. Plus, an 
expansion symbol for the Magic poker 
deck was lost in the shuffle. The Queen 


nn 


of Spades does have a picture, though. 
All Queens have two eyes, but only the 
Queen of Spades is looking to her left. It 
does not, however, credit an artist. 


Pot Luck 

So what can you do with it? You can't cast 
it and you can't play it. But there are 
advantages to its uselessness—you don't 
take damage from Inquisition, for in- 
stance. Your opponent legally cannot use 
it against you if you get hit by Word of 
Command. Nor can your opponent turn 
it against you with Grinning Totem. 

One common trick is to use it as the 
thinning card. A fifty-six-card deck is 
better than a sixty-card deck. Just use 
Foresight to pull three Queen of Spades 
out of your deck. But don't pull that trick 
twice in a tournament game or you'll get 
disqualified for breaking the four-per- 
deck limit. If you need more than four 
Queen of Spades, you'll have to cope 
with the lower-ranked Jacks or Ten of 
Spades. Take a little care in these substi- 
tutions, however. If you carelessly add 
two Jack of Diamonds in addition to the 
four Queen of Spades, you've already 
used up thirty points in the experimental 
tournament point system. 

Having the four Queens in your deck 
can work to your benefit in other ways, 
since there’s one other region where the 
Queen of Spades can go besides your 
library, your hand, your deck, or out of 
play. That’s the ante. If you're lucky, your 
opponent will cut to the Queen of 
Spades while you pick her Beta Shivan 
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Dragon. But relying on luck is chancy. 
Double and redouble the ante bid with 
Darkpact (swap the top card of your 
library for your ante), Demonic Attorney 
(both players add the top cards of their 
libraries to the ante), or Contract from 
Below (add the top card of your library 
to the ante and draw seven new cards). 
Then with some sort of deck manipula- 
tion (Sylvan Library, Portent, Brain- 


Even as a dead card in your hand, the Queen of Spades can 
still be the key play. Its a foolproof defense against The Rack 
and Pauper’s Cage because you'll never cast it by accident. 


storm), you can easily move the Queen 
of Spades into your ante, and watch as 
your opponent winces that his Scrye- 
value forty-dollar card is now up against 
your throwaway one. 

It doesn’t have to be a dead card in 
your hand, either, as long as you finesse 
your deck. You can exchange it for some- 
thing else with Jalum Tome, Mesmeric 
Trance, or Unfulfilled Desires. Use it to 
prevent 1 damage from Mind Bomb. Put 
it back in your deck with Brainstorm, 
then reshuffle with Thawing Glaciers. 
Have it be a turn’s upkeep with Lim- 
Dal’s Paladin, or turn it into a creature- 
enhancer with Nature’s Blessing or 
Dwarven Armorer. Or turn it into direct 
damage with Stormbind (try to make it 
deal the last 2; it’s more dramatic that 
way), or a Dark Ritual through Cadaver- 
ous Bloom. 

Even as a dead card in your hand, the 
Queen of Spades can still be the key play. 
It’s not a card you need to worry about, 
in case you lose your hand to Lion’s Eye 
Diamond or Mind Twist. It’s a fool- 
proof defense against The Rack and 
Pauper’s Cage because you'll never cast it 
by accident. It'll inflate your hand size 
permanently, enhancing Maro, or allow- 
ing your life total to shoot the moon 
with Ivory Tower. It’s one turn’s worth of 
defense against Disrupting Scepter, or a 
safe card to flush when you get Bal- 
anced. And if your opponent uses Urza's 
Bauble against you, your opponent is 
that much less likely to find the Coun- 
terspell in your hand. 


Unbalancing Your Opponent 

But this misses the basic point of using 
the Queen of Spades. Raise the ante by 
using the psychology of the card in the 
metagame. Have you ever enjoyed 
boasting about beating someone with a 
Thallid deck? A Kobold deck? With 
Sorrow’s Path? Or an animated Glasses 
of Urza? All of these pale in comparison to 
defeating someone with the Queen of 
Spades. Just slip it into your deck for 
game 1, crush your opponent ruthlessly 
with it, then sideboard it out. Your 
opponent will be so shaken that he’ll be 
Terroring his own Drudge Skeletons the 
next few games, allowing you an easy 
victory. 

For another example, make sure the 
Queen of Spades is near the top of your 
deck and activate Phyrexian Portal. 
When your opponent picks up the 
Queen, she’s bound to be so flustered as 
to put it and all the lands in one pile, 
transparently pushing it towards you 
and letting you draw from the good pile. 
Surprise psychology sometimes works 
devastatingly well. 

For the final coup, once you've de- 
feated your opponent, explain the “secret 
power” of the Queen of Spades. You've 
got lots of options to be creative here. 
For instance, say that peeling back the 
face label of the card will reveal a Black 
Lotus that will decompose within 
twenty-four hours once it’s exposed to 
air, making it good for only one tourna- 
ment. Or tell your opponent that the 
latest DCI rulings have issued errata on 
the Queen of Spades so that it’s a zero- 
mana Mind Twist for one card. Or 
explain that because of the picture, it 
really does allow you to Deflect Lich to 
your opponent. 

Next issue: The strategic differences 
and advantages that the Seven of Hearts 
has over the Queen of Spades. Oh, and 
look for Jokers in the next April 1st 
issue. # 


After last year’s April Fool's “islands are 
banned” article, we Duelist editors got a 
promise from Chris that he would only 
write about actual cards. We're now won- 
dering if we shouldn't have had our Legal 
department review his promise just a little 
more carefully. 
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In honor of the removal of 
Ice Age from Type Hl, this 
issue’s “Deck Deconstruc- 
tion” features a deck type 
that did extremely well in 
the Type fl Dallas Pro Tour 
but is no longer Type II 
legal as of January |: 

the Icy Manipulator- 
Winter Orb-Armageddon 
lock deck. Decks based on 
this combination have 
gone by a variety of 

names, including Winter- 
geddon, but “Prison deck” 
(taken from Chris Cade’s 
“The Prison’) seems to be 
catching on as a generic 
name, Prison-style decks 


are primarily 


white, but may 


include a little 


blue or, rarely, 


_ another color. 


DECK 


The Big Freeze 


“lock deck” is a deck designed to get some 
combination of cards into play that will 
“lock” the game, preventing your oppo- 
nent from doing much of anything. The 
combination of Winter Orb and Icy 
Manipulator is one of the oldest locks, dating 
clear back to Alpha days. Unlike the Stasis decks, 
it’s not a total lock. The Orb prevents all but one 
land from untapping each turn, and the Manipu- 
lator can then be used to tap that one land again 
immediately, limiting your opponent’s mana 
severely. Occasional Armageddons help establish 
and maintain control. You can also use the 
Manipulator to tap your own Orb on your oppo- 
nent’s turn, allowing you to untap all your lands. 
Your opponent can still crawl out of this lock by 
playing additional lands, though. A second 
Manipulator tightens the lock, since you can tap 
each land after it’s played, preventing your oppo- 
nent from using more than one land’s mana for 
any spell for as long as the lock remains. 


A Prison-style deck requires three parts. First, 
you need a way to destroy your opponent’s per- 
manents and a way to lock down your opponent’s 


“Freeze this, 
Game Boy!” 
Illustrator Doug 
Shuler thoroughly 
enjoyed recreating this 
frigid version of Icy 
Manipulator. 


DEC ONS|I RUC CTION ” 


by Beth “BethMo” Moursund 


mana, namely with Armageddon, Icy Manipula- 
tor, and Winter Orb. Four Icy Manipulators are a 
must. They have many uses and are good in 
almost every situation, and having more than one 
at the same time is helpful. You may also want to 
add Enlightened Tutor to increase your chance 
of getting an Icy when you need it. 

Winter Orb and Armageddon are a bit trick- 
ier. Both are essential ingredients, and you want 
to have a high chance of drawing them in a 
game—but you don’t want two in your hand at 
the same time. Most Prison-style decks settle on 
either three or four Armageddons and either two or 
three Winter Orbs. 

The next crucial ingredient is artifact mana 
sources. Before Mirage, Fellwar Stones were the 
obvious Type II answer. With the addition of 
Mirage, Diamonds provide a better solution, 
since they're guaranteed to give you the color of 
mana you need and can produce mana even 
when your opponent has no land. A Diamond is 
slower than a Fellwar Stone, but since Prison 
decks are designed for a long, slow game, that’s 
generally not a problem. Note that creature mana 
sources such as Llanowar Elves are not used, 
even in the versions with green, since youd wipe 
out your own mana by casting Wrath of God. 

This brings us to the third leg of the deck: 
spells to get rid of your opponent's nonland per- 
manents. The top anticreature spells are Balance, 
Wrath of God, and Swords to Plowshares. The 
single Balance allowed by 1996 DCI rules was a 
given, and every version of the deck we've seen 
includes either three or four apiece of the other 
two. For additional creature destruction, most 
also include Serrated Arrows. For artifact and 
enchantment removal, a mixture of Disenchants 
and Divine Offerings does nicely. 

You may have noticed that none of these cards 
deal damage. Most Prison decks have very few 
ways to deal damage—a Black Vise, some Kjel- 
doran Outposts, or perhaps Mishra’s Factory. If 
the Prison player can take control of the game, a 
single damage source is all that’s needed; the 
deck can even win without damage, simply by 
running the opponent out of cards. Prison decks 
differ from Millstone decks because Prison decks 
do this the long, slow way, one card per turn. 
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Millstones are sometimes included in the side- 
board, but generally not in the main deck. 


COLOR VARIATIONS 

Some Prison-style decks, such as “White Trash” 
played by Team Dallas at the Dallas Pro Tour, are 
pure white. Many, though, including Chris Cade’s 
original “The Prison,” include a little of another 
color—usually blue. 

Some of the white/blue versions have no blue 
spells in the main deck; the blue is there only for 
the sideboard, which typically contains Sleight of 
Mind, Hurkyl’s Recall, Hydroblast or Blue Ele- 
mental Blast, and/or Political Trickery, depending 
on what sort of decks you expect to be facing. 
Most, though, include a touch of blue in the main 
deck as well. A little bit of counterspell ability can go 
a long way in a deck of this sort, where the oppo- 
nent won't be casting many spells anyway. Arcane 
Denial is the best choice; it requires only one blue 
mana, and the Prison player doesn’t care if an 
opponent gets an extra draw. Blue is also useful for 
card retrieval. Mystical Tutor is great, allowing 
you to grab that Armageddon or Wrath of God 
from your library when you need it; Recall is more 
useful later in the game, when much of your deck 
is in the graveyard. 

Other variations we’ve seen are white/green, 
with Titania's Song, and white/red, with red dam- 
age spells for additional creature destruction. 


PLAYING THE DECK 

The name of the game with Prison decks is 
patience. If you get bored in extended duels or 
tend to lose concentration and start making mis- 
takes when a duel goes on too long, or if you sim- 
ply like having time to grab a snack and chat with 
your friends between rounds in a tournament, 
then don’t try to play a Prison-style deck. Also, as 
with most control-based decks, the Prison player 
usually takes a beating in the first part of the duel 
before the control aspect starts working, and often 
ends up just scraping by on the brink of death. If 
that style of play doesn’t appeal to you, you won't 
enjoy playing this sort of deck. 

Much of the play of a Prison deck is fairly obvi- 
ous. For the first part of the game, your moves will 
be driven by your opponent's actions. You need to 
destroy or disable any permanents that he or she 
plays before they become too dangerous. Swords 
to Plowshares, Disenchant, and Divine Offering 
are your first line of defense. Next, when you have 
enough mana, play Icy Manipulator, which serves 
multiple purposes. Against creature-based decks, 
you can use it to tap creatures, forcing your oppo- 
nent to put more creatures into play in order to 
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attack. This will make your Wrath of God more 
effective, since it will be killing several creatures at 
once. If your opponent has no creatures, use the 
Icy to tap land during your opponent's upkeep 
phase, making it harder to cast anything except 
fast effects. 

You should play any artifact mana sources that 
you draw as soon as you can. These will not only 
help you when you've played a Winter Orb or after 
you cast Armageddon, but if played early, they'll 
also let you cast your Icy Manipulator sooner. You 
should usually cast Winter Orb as soon as you 
can, but sometimes it pays to wait until most or all 
of your opponent's lands are tapped—especially if 
you already have an Icy Manipulator. 

Time your first Armageddon carefully. Ideally, 
you'll cast it when your opponent has played all 
the land from his or her hand and not yet had 
time to start hoarding extra lands, and after you've 
just wiped out any creatures in play. If you have 
artifact mana or a Land Tax in play, so much the 
better. But the important thing is to reset your 
opponent's land. 

If you're playing a version of the deck that has 
counterspells, you should almost always save them 
for spells that would destroy or remove your arti- 
facts. If you have a Kjeldoran Outpost, it’s as good 
as an Icy Manipulator for tying up one attacking 
creature, since you can create a soldier to block 
with each turn. If you don’t need the soldiers for 
blocking, create one at the end of your opponent’s 
turn and harass your opponent. But don’t let your 
Outpost tempt you into not casting Armageddon. 
Keeping your opponent tied down is more impor- 
tant than getting another Soldier or two into play. 


A CHILLY FUTURE 

January 1, 1997, spelled the end of this deck for 
Type II, since Icy Manipulator is no longer 
allowed. Mirage’s Amber Prison is the closest sub- 
stitute; it’s superior in that when you use it to pina 
land, your opponent can't even get mana for fast 
effects during upkeep, but its four-mana activa- 
tion cost makes it dubious for use with Armaged- 
don or Winter Orb. The rotations for Fifth 
Edition in Spring of 1997 will also hurt, since 
Swords to Plowshares is known to be on the drop 
list. Prison decks will continue to be played in 
Type I versions, but it remains to be seen whether 
anything similar evolves in the new Type II. * 


Beth Moursund is a real brainy chick. 


If you'd like to see a specific deck type discussed, write to 
“Deck Deconstruction” clo The Duelist, P.O. Box 707, 
Renton, WA 98057, or email us at <duelist@wizards.com>. 
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by Tom Wylie 


Defining the Rochester Draft 


Many players are familiar with the hile many players know what Rochester means, 
Rochester Draft format, having at least most just sort of go through the motions without 
seen or participated in one before. For having any key plan of attack. It’s amazing what 


types of bad cards people will sometimes draft 


those who haven't, Rochester is the draft 
format in which each player brings the 


ahead of a creature. This article takes a look at the 
drafting strategies one should follow in Magic 


same number of cards to the table, then and the reasons behind each strategy. It will also explain how 
shuffles them all together in a single pile. these strategies extend to other games you play. 

Cards in the pile are revealed four at a 

time. For each group of four cards, one Deciding on the Cards 


The key to approaching a Rochester Draft is to realize which 


player drafts one of the cards, the other 
player drafts two of the remaining cards, 


types of cards are more useful than others. In Magic, the vital 
category is obviously basic lands. Before beginning the draft, 


and the first player then drafts the last players should agree on whether these cards will be included in 
card. The players alternate who drafts the draft or supplied afterwards. For example, Rochester Drafts 
first to keep the process fair. Both players should almost never include basic lands, but should allow players 
should start with an even number of to add—to the cards they've drafted—as many basic lands as 


they want, of any type. 


cards so that the last round of cards is 
a group of four. 


Having isolated the vital cards, it’s important to organize the 
remaining cards into categories of usefulness. When trying to 
decide which card to draft, you should go through the categories 
in order, drafting cards from the highest-order first. As you'll see 
later, certain cards can fall into one of several categories depending 
on what’s already been drafted; but in general, each card falls 
into five categories. 

Be careful: the five categories are not the five colors of mana. 
A common mistake is to treat the resources required to play a 
card (such as its color) as more important than what the card 
actually does (creature or not). Players will often pass up a top- 
notch card in a color they haven't drafted much of in order to 

draft a mediocre card in a color they've drafted heavily already. 
But it is important to realize that in a Rochester Draft, where 
by definition you'll be playing against your opponent, 
defensive drafting can be just as important as construc- 
tive drafting. If you've drafted so little black that you 
can’t afford to play with that Sengir Vampire, this almost 
certainly means that your opponent Aas drafted enough 
black to play with it; and it is more important to deny 
him or her the Vampire than to choose a mediocre card 
that happens to be in one of your colors. 

As the example above illustrates, the categories of cards 
revolve around creatures, the most crucial element of sealed- 
deck play. However, the first category is not comprised of 
creatures, but of direct-damage and creature-killing cards instead. 
Both types of cards trump most creatures in the sense that they 
allow you to kill them outright, and direct-damage spells have the 
added benefit of being able to kill your opponent. Creatures with 
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abilities that serve one of these two func- 


tions (such as Royal Assassin or Prodigal 
Sorcerer) can fall into this category as 
well, but most of the cards will be spells. 
Very few cards beat creatures in overall 
utility, however. So the second category 
of cards, which contains the bulk of the 
creatures, contains very little else. Gener- 
ally, only the outright broken cards (e.g., 
Zuran Orb) or the upper end of the crea- 
ture helpers (e.g., Giant Growth) fall into 
this category. Conversely, only the lower- 
end creatures tend nof to fall in this cate- 
gory. For the most part, only creatures 
with a very narrow focus, or those that 
cost too much for sealed-deck play due to 
the utility of their 
abilities in con- 
structed-deck for- 


mats, will be left out. Even within this 
category you will find a fair degree of 
variation, with the more specialized crea- 
tures falling well below the powerhouses 
such as Sengir Vampire. 

Once you get out of the top two cate- 
gories, you enter the range of cards you're 
rarely happy to draft. The middle cate- 
gory consists of a relatively small subsec- 
tion of the card set: mana sources, card 
drawing, good to mediocre creature assis- 
tance, mediocre to bad anti-creature 
cards, and so forth. The fourth category 
consists of the bad creatures, and the last 
category of the bad noncreature cards. 

In review, there are five categories of 
cards: anti-creature cards; most creatures; 
many spells; the rest of the creatures; and 
the rest of the spells. If you ever draft 


AD DIVO MOOS TeraIONW LNTETAgTITTeS 


this article has focused on Magic, the 
principles I’ve outlined extend to any trading card 
game, as all card games boast cards of varying — 
power levels. The five-level model extends nicely to most games 
which will have one or two types of cards that are key to 
sealed play, and various other cards which can fill in the gaps. 
For example, in BattleTech, the first category of cards 
would be the game-enders (e.g., Holographic Decoy or Satu- 
ration Bombing); the second category would be Mechs and 
some of the more valuable support cards, such as missions 


or pilots. Most of the nonspecialized support cards make up the middle category, 
and the rest of the Mechs and miscellaneous cards make up the fourth and fifth 
categories, respectively. Even the worst Mech is better than some of the support 
cards, Just be careful not to map the percentages too closely. For instance, it’s 
surprisingly painful not to have a few missions up your sleeve, so the relative size 
of the second category is probably less in BattleTech than in Magic. 

One of the key differences between Magic and other games is that, in other 
games, it is sometimes interesting to draft the “vital” cards. For example, in 
Vampire: The Eternal Struggle, you probably don’t want to draft the 
vampire cards as part of the library cards, as there is a risk of someone drafting 
an illegal crypt. However, drafting the vampires as a separate group can be - 
quite interesting, though it is recommended that you do so before drafting the 
library cards. ; 

Another difference between Magic and other games is the multiplayer for- 
mat. While multiplayer Magic is just a variant, it is the norm for other games, 
such as V:TES, and it’s interesting to have multiplayer Rochester Drafts for such 
games. The principles of two-player Rochester Drafts apply easily to multiplayer 
drafts. Each round of drafting consists of turning over cards equal to twice the 
number of players (i.e., ten cards for five players). The first player for that round 
drafts a card, then the next one, and so on. The last player drafts two cards, and 
then the order of drafting reverses. (Note: This reduces to the one-two-one pat- 
tern for a two-player draft.) If each player provides an even number of cards, 
then the last round will always have an appropriate number of cards. 
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anything out of the last two categories, 
you've probably lost on that particular 
round. 


Tracking 

Drafting first- or second-order cards 
whenever possible, though it usually leads 
to successful drafting, tends to make your 
decisions trivial. However, you will often 
be forced to choose between two or more 
cards, particularly if you're the second 
person to draft, and the only good card in 
the group was drafted first. At such 
times, the cards that you already drafted 
become relevant, as do the cards your 
opponent has drafted. Rochester Drafts 
generally allow both players to review 
what the other player has drafted. 

Knowledge of the cards you brought to 
the draft is also useful. In some cases, 
cards are simply shuffled blind, and nei- 
ther player knows what might be coming. 
But more often, you have a chance to 
review your cards ahead of time, so you 
know whether the cards available later are 
likely to be useful. 

I pointed out earlier that the colors of 
the cards should not be the primary 
basis for drafting. However, the colors 
that are available do provide for excellent 
tiebreakers—for example, multicolored 
cards and cards that help allied colors 
sink in value if neither player has drafted 
the correct combination. Drafting a 
mediocre card in a color you have drafted 
heavily is usually better than defensively 
drafting a mediocre card in your oppo- 
nent’s color. 

Other cards have values that vary 
depending on what's already been drafted. 
For example, Hydroblast becomes at least 
a second-level card if your opponent has 
been drafting red. Conversely, Dark Ban- 
ishing can’t be considered a topnotch card 
if your opponent has been drafting a lot 
of black creatures, though drafting it 
defensively (so that it isn’t used against 
you) can be a smart move. 

Finally, cards with values revolving 
around combinations will possibly be 


valuable depending on whether you've 
already drafted cards that you can com- 
bine them with. Cards from the fourth 
(or even fifth) categories can be consid- 
ered mediocre if you've drafted a lot of 
compatible cards. # 
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Frequently played cards are often retired from 
action first! Until Now... I se: 
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The New Ultra®PRO Black Shield Deck 
Protectors allow you to continue to use your 
most frequently played cards, lengthens its life 
and conceals the back of your card. 


Lengthens 
the Life-Span of 
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Played Cards 
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* Fits in UltraePRO 9-Pocket Pages 
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IN THE TYPICAL TOURNAMENT 
environment, the most important key to 
victory is a player's deck. It should, 
therefore, follow that most im- 
portant skill in the typical Magic envi- 
ronment is deck constructio 
the international success © 
invalidated the skill of, 
struction for many ots 
the plethora of wh 
Magic-related books, 

net newsgroups an at lines, it is 
entirely possible card-for-card 
copy of a deckoriginally created in 
Burnaby, British’ Columbia, to win a 
tournament thousands of miles away in 
Stockholm, Sweden. 

If any player can access the latest 
lethal cardboard creations from L.A., 
New York, or Toronto simply by open- 
ing a magazine or plu into a com- 
puter, it seems pointles the average 
aspiring player to even attempt to create 
new competitive decks. After all, the 
forces that are against that lone player 


are monumental. Stock decks—well- 
known, published, and often-used a 


Erhnageddon—have gone through 
hundreds of hours of playtesting and 
discussion by “professional” players who 
have the resources to devote a large 
chunk of their lives to the game. And 
stock decks are temptingly good—so 
good that at many major tournaments it 
seems as if ninety percent of the people 
are playing the same two or three decks. 
_ Playing stock decks, no matter how 
"well constructed, is essentially a losing 
‘proposition for aspiring players who 
‘believe they have the ability to play 
seriously. Besides denying themselves 
the opportunity to test and refine their 
deck-construction skills, players who 
copy and use stock decks also suffer 


kel ply 
_ By entering a tournament with a 
copy of a stock deck, you give up any 


4 
o. 


like The Prison, Turbo-Stasis, and you surrender the oppo 


~ adv: 
tors 


Your opponents’ tactical decisions will 


Shortcut to 


Builclina Oriainal 


Magic Decks 


be well rehearsed and brutally efficient, 


e of surprise. Savvy competi- . ing, you can use common deck recipes 
be able to recite the contents of 
your deck and predict your moves with” 

. y 
stunning accuracy by the fifth turn. 


build competitive decks without 
rti to card-for-card copying. 


Variant Decks 

The next time you download the con- 
tents of a “killer” deck from the Net, 

stop and think. It’s likely that 
many other people have also 
seen or heard about this exact 
deck and have decided to either 

copy it or formulate some sort of 
strategy for defending against it. 

Instead of thoughtlessly cloning the 

deck, do some playtesting with it. 


as they may have seen and played... Ans thé’ following questions about 
against your deck hundreds of times. — : What makes the deck so 


Prepared opponents will also have slo 
in their sideboards devoted specifically 
to beating your deck. Remember that 
you can't overestimate the psychological 
value of surprise. Many players make 
crucial mistakes when suddenly thrust 
into unfamiliar play situations or when 
dealing with unfamiliar cards. 

Magic is a skill-based game, and by 
®@ using a deck of someone else’s creation, 
have 
your deck-construction talents and cre- 
ativity affect the results of your games. 
When two players using nearly identi- 
cal decks meet, the role of chance in 
determining the winner skyrockets, 
despite the difference in skill between 
the players. Superior playing ability is 
often insufficient to overcome a better 
draw, as exemplified when Necropo- 
tence decks were popular; many Necro 
versus Necro contests were determined 
simply by one player's “ability” to draw 
Necropotence or Ivory Tower first. 

Many players who do not have the 
time, money, and energy that profes- 
sional-level players have for creating 
original decks rationalize that using 
prepackaged decks is the only way to 
stay competitive. This assumption is 
untrue, however. Through the methods 
of building variant decks and templat- 


erful? What are the deck’s major 
strengths? How does the deck win? 
How does the deck lose? What themes 
make up the deck? What are the deck’s 
critical cards? Does the deck have any 
major weaknesses? How does the deck 
perform against other major deck types 
in the environment? The question you 
want to answer above all is: How can 
this deck be improved? Every deck, no 
matter how well built, can be improved. 

After analyzing the deck, figure out 
which themes and specific cards you like 
and dislike. Experiment by replacing 
some of the cards, or by strengthening, 
diluting, and eliminating themes. For 
example, you might find that the inclu- 
sion of four Stone Rains in a red weenie 
deck dilutes the thrust of the deck and 
so decide to remove the land-destruction 
element in favor of more creatures. Or 
perhaps a white/blue Millstone deck 
could be improved by adding a card that 
provides an alternative way to win, like a 
Kjeldoran Outpost. 

Next, try to patch up some of the vul- 
nerabilities. If a deck feels too slow, it 
might be appropriate to trim some of 
the higher-casting-cost cards, or to add 
a few sources of quick mana like Dia- 
monds or Fellwar Stones. Fast decks 
that burn out too easily could use a “reset 
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yrral’s Disk, or more 
ycling devices like Jayem- 
ne Elkin Bottle, or Preferred 
. It might be appropriate to cut 
‘cok or in the deck to improve the 
s and reduce the amount of 
damage ben from City of Brass. 

Some decks are vulnerable to specific 
+ cards or decks. For example, a mono- 
white Winter Orb-control deck is at a 
major disadvantage when facing small, 
black creatures with protection from 
white, such as Black Knight, since the 
deck has no way to deal with such crea- 
tures before turn four. You can choose to 
defend against specific vulnerabilities by 
adding cards to the main deck with the 
primary purpose of countering the 
threat (like Serrated Arrows), removing 
or diluting a theme so that the deck is 
not as vulnerable to the threat (adding 
mountains and red spells like Earth- 
quake and Lightning Bolt so that the 
deck does not depend solely on white 
spells for fast defense), or dedicating a 
significant number of slots to the side- 
board for the purpose of countering the 
specific threat (including many copies of 
CoP: Black). 

Take some time in building the side- 
board. Without looking at the original 
sideboard, review the deck’s weaknesses 
and build your own sideboard. Compare 
your list with the original list and check 
which themes you forgot to defend 
against. You may be surprised to find that 
your sideboard is better rounded than the 
original sideboard. 

An important aspect of building a vari- 
ant deck is that you make it your deck. 
When you modify a deck, be sure that 
your changes make the deck different 
enough (at least ten percent different in 
card composition) to distinguish it from 
the original deck. Of course, it’s satisfying 
to win with your own deck, but you also 
have other, practical reasons for personal- 
izing your deck. First, it’s imperative to 
good play that you feel comfortable with 
your deck. Moreover, players who copy 
and use decks that are antithetical to their 
style of play often commit minor tactical 
errors that later become costly because 
they are unfamiliar with the “rhythm” of 
the deck. For example, a player who nor- 
mally has a very active, kinetic playing 
style might be too aggressive in playing a 
patient Counterspell-Outpost deck, using 
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from PT -Dallas 


3 Contagion 2 Lake of the Dead 
4 Dark Ritual 2 Mishra’s Factory 
4 Drain Life trip Mine 
1 Hymn to Tourach Swamp 
4 Hypnotic Specter ‘ 
1 Ihsan’s Shade Sidépoand 
2 Mind Warp I conf 
4 Necropotence 4Dystopia ® 
2 Sengir Vampire 3 Infernal Darkness 
1 Soul Burn 


3 Stench of Detar 
1 Stupor fi 


up the counter magic and dropping the 
Kjeldoran Outposts too quickly. 

Paul McCabe, my design partner, used 
a markedly different variant of the then- 
standard Necropotence deck to win Pro 
Tournament-Dallas. He believed that 
the Necrodeck’s strongest element was 
the massive card advantage gained 
through card denial and the Necropo- 
tence—Drain Life combination. The 
biggest weakness he observed in the 
standard Necrodeck was that it had a dif- 
ficult time coming back from a slow 
start. If an opponent hit early and hard 
with large creatures or direct damage, the 
Necrodeck’s small creatures, card denial, 
life-depleting Necropotences, and expen- 
sive Drain Lifes were often useless in 
defense. The standard Necrodeck was 
also dependent on stable mana develop- 
ment. Under conditions generated by 
mass-mana restriction cards such as 
Armageddon, Stasis, and Winter Orb, 
the cost of Drain Life becomes prohibi- 
tive, and the card advantage normally 
gained by card denial and Necropotence 
is negated. 

To eliminate these weaknesses, Paul 
made some radical changes to the stan- 
dard Necrodeck’s design. First, he 
decided to focus on the Necropotence-— 
Drain Life combination by using the 
maximum number of both cards. To 
cover the high casting cost of Drain Life, 


he added two Lake of the Deads, which 
allowed the Necro player to readily cast 
7- or 8-point Drain Lifes, maximizing — 
the effectiveness of Necropotence and _ 


eee weapon against standard 
Necrodecks. Because Paul’s variant was 
so slow, it needed to gain control of the 
game to survive. To achieve control, Paul 
bolstered the defense by adding three 
Contagions and one Serrated Arrows to 
the deck’s standard complement of four 
Nevinyrral’s Disks, and boosted the card 
denial element by adding two Mind 
Warps (now affordable because of Lake 
of the Dead) to the existing four Hyp- 
notic Specters, three Stupors, and single 
Hymn to Tourach. 

To make room for the added control 
cards, Paul decided to eliminate the 
small-creature element from the deck 
and used no Knights. However, as he was 
unsure whether the deck could consis- 
tently win with such limited offense, Paul 
added several larger creatures in the form 
of two Sengir Vampires and an Ihsan’s 
Shade, which could be summoned with 
alarming celerity using Dark Ritual or 
Lake of the Dead. 


Templating 

You can also use existing strategies to 
build fresh and competitive decks with a 
method known as templating. This phi- 
losophy of deck construction breaks a 
Magic deck down into separate themes, 
just as a Lego® building can be broken 
down into bricks of different colors and 
lengths. All of the bricks form a whole, 
but each brick is distinguishable from 
the rest, and each brick can be replaced 
with another brick of a different length 
or color. 

In templating, a player takes known 
themes from previously created decks 
and combines them with other themes 
or other deck “templates” in order to cre- 
ate new decks. Templating works best 
with decks that focus on the interactions of 
general themes. As an example, land 
destruction, large creatures, fast mana 
development, and defensive, permanent 
destruction are the main themes of the 
white/green Erhnageddon deck. Each of — 
these themes exists in various propor- 


ia 


ated, or Seieiibtecneplansclll ‘to 
took the land 


$ * “core, we added finstit-kil white and — 


themes that at first seem to be in opposi- 
tion actually work well together. Further- 
more, building on a deck’s minor themes 
by changing card proportions can pro- 
duce entirely new decks. For example, a 
player using a passive, direct-damage— 
counterspell deck that includes three Pil- 
lages for defense could experiment with 
land destruction by going up to four Pil- 
lages and adding a Strip Mine and several 
Stone Rains. Of course, to make room for 
these additions, other themes would have 
to be cut back or eliminated. 

In templating, you will find that raw 
power and casting-cost efficiency are not 
the only considerations for card selec- 
tion; flexibility becomes a priority as 
well. Cards that advance multiple themes 
are valuable, as they can achieve more 
without taking up as much space in your 
deck. Pillage and Detonate are excellent 
examples of flexible cards since they can 
be both offensive and defensive. 

Occasionally, templating produces 
partially successful, unpredictable, or 
downright weird decks. Don’t give up on 
these decks immediately, for even the 
most outrageous-seeming ideas have the 
potential to be polished into efficient 
lethality. Paul’s winning Dallas Necro- 
deck started out as a fun deck whose only 
sources of damage were four Drain Lifes 
and four Hypnotic Specters. Although 
the deck Paul and I created for the Pro 
Tournament-New York was not the 
paragon of accepted deck construction, it 
worked well enough to place me in the 
quarterfinals. That eclectic mix of defen- 
sive cards and large creatures, among 
which were Icatian Town and Orgg, 
came into being as a result of templating. 

The Ice Age/Alliances deck Paul McCabe, 
Gabriel Tsang, and I built for the profes- 
sional tournament at Origins demon- 


the deck, we set out to combine different 
themes aly ie in the form of 


_ green creatures as our primary 


sources of — 
isthe: Blinking Spirit, Deadly Insect, _ the obligatory Zuran Ont 


and Kjeldoran Outpost. The Kjeldoran and Thawing Glaciers (which : 

Outposts were included specifically to ~ bined well with Jokulhaups and Lava 
give white/ blue decks trouble. Burst) for minor card advantage. 

Our final product was a well-honed 
MRE e deck that combined the themes of per- 
, TEMPLATED manent destruction, large creatures, 
Ice AGE direct damage, and land destruction. We 
also incorporated the ability to build up 
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We. by Tam at Origins 
' 


3 Deadly Insect 2 Forest 
2Fyndhorn Elves . 4 Karplusan Forest 
1Stunted Growth  2Kjeldoran Outpost 


2 Incinerate \8 Mountain 
1 Jokulhaups +s 
1 Lava Burst ‘1 Thawing Glaciers 
3 Pillage 
2 Pyroclasm \ Sideboard 
2 Blinking Spirit ) 1 Stunted Growth 
3 Disenchant 4 Pyroblast 
4 Swords to : S 1 Pyroclasm 

PI Lf 1 Blinking Spirit 

d 1 CoP: Red 

1 Athnod's Cylix 1 Disenchant 
2 Icy Manipulator 1 Fiery Justice 


' 1 Jester’s Cap 1 Icy Manipulator 


Two other powerful spells, Icy Manipu- 
lator and Stormbind, fit well into the 
deck, as they could simulate creature 
removal and augment many of the deck’s 
other themes. Stormbind was devastat- 


ing in combination with Deadly Insect 
and could also serve as direct damage 
along with Incinerate, providing a sec- 
ondary source of damage. To further 
complement the existing direct damage, 
we added Lava Burst as a finishing card. 

Although both Icy Manipulator and 
Pillage were originally included as defen- 


resources and gain card advantage. Con- 
sidering our initial lack of a cohesive 
theme, we were pleased with how easy it 
was to create such a successful deck. 
Templating works especially well in 
unfamiliar environments such as the Ice 
Age/Alliances format and the newer 
Mirage/Visions format, as this method 
emphasizes deck creation through find- 
ing and combining recognizable themes 
that are constant throughout most Magic 
formats. 


Creativity 

in Perspective 
Magic is a game of infinite variety and 
nearly limitless options, and no player 
should ever have to resort to blind copy- 
ing in order to build a competitive deck. 
This does not mean that it is necessary 
for the skilled duelist to completely 
ignore stock decks; rather, through 
methods such as creating variant decks 
and templating, we should strive to learn 
from the achievements of others. Not 
every deck you play has to be completely 
original—just different enough to keep 
your opponents on their toes. In fact, it is 
doubtful whether any deck is completely 
original, as every new deck idea must 
come from somewhere. As Isaac Newton 
put it: “If I have seen further it is by 
standing on the shoulders of giants.” @ 


1995 Canadian National Champion Eric 
Tam was a quarterfinalist at the 1996 
World Championships. See ‘About Our 
Contributors” on p. 8 for more information. 
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Donato Giancola 


R&D has spent a lot of energy and time making sure 
that limited play [for example, Sealed-Deck play] is 
good [in Fifth Edition],” says Mark Rosewater, who 
worked on the development team. 

The process of making a balanced set has been ongo- 
ing for some time—just look at the difference between 
Fourth Edition or Ice Age and Mirage. With the former, it 
was quite possible to get a weak mix of cards in a given 
starter, and white and blue were rarely played in a limited 
environment. In Mirage, on the other hand, all of the col- 
ors are represented nearly equally in Sealed-Deck play. 

Fifth Edition is the biggest core set to date—well over 


John Avon 


400 cards. In part, this is because it replaces the basic set, 
incorporating both Fourth Edition and Chronicles. Since 
each starter’s mix is based on a much larger pool of cards, 
there will be fewer repeats. This will encourage greater 
deck variety in limited-environment play, as well as mak- 


ing the set easier to collect. 


HIS MARCH WILL SEE THE RELEASE OF 
Magic: The Gathering—Fifth Edition, the latest version of 
the core card set. Fans have been speculating for some 
time about what this edition will be like. Familiar 
friends will take their bows, while new faces take their 
places onstage. Some rules are changing, along with 
card text—something first presaged in Mirage. But 
what will Fifth Edition mean to Magic the game? 


A Fine Balance 


Certainly the play environment will change substan- 
tially, especially in limited formats such as Sealed 
Deck or Booster Draft. The developers of this latest 


Randy Gallegos 


edition of Magic have taken great care to make the 


game readily playable right out of the box. “Magic 
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Expect plenty of useful cards from Ice Age, Fallen Empires, 
and Homelands. This is good news for tournament players 
who are mourning the departure of most of these expan- 
sions from the Standard (Type II) environment in January. 
The set will also include choice cards from Arabian Nights, 
Antiquities, Legends, and The Dark. Fifth Edition as a whole 
should present a well-balanced mix of cards to form the 
basis of competitive decks. 


Cleas ane | 


| 4 

Each time Wizards produces a new edition of the core 
I 

Magic set, it is an opportunity to “clean up” problems from 

previous editions. Some cards have proven to be inappro- 


Of course, as players of Mirage already know, the new edi- 
tion also features rules revisions, intended to simplify the 
game. The new set also simplifies the language of card text. 
Unnecessary verbiage has been cut wherever it did not affect 
interpretation of the card rules. 


; 


Talbot 


The look of the game will be quite different as well. Nearly 
half of the cards in Fifth Edition sport new artwork. Even 
the most basic cards of all—lands—have fresh new images. 
There has been a lot of speculation on this topic, and some 


Bryan 


concern about the disappearance of familiar images. But 
many fans are eagerly anticipating a new look for popular 
cards, and artists who made their first appearance in the 
most recent expansions are getting a chance to add their 
unique vision to the core set. 

But that doesn’t mean farewell to the art that defined 


priately costed or are not quite in keeping with the nature of 
their color. A classic example of this is Swords to Plow- 
shares, a card so useful that it has been a staple of tourna- 
ment decks, regardless of their main theme. Such a 
powerful creature-elimination effect is outside the tradi- 


tional “flavor” of white, though, so this card was removed 
from the core set. As well, cards that have been banned 
from the Standard (Type II) environment no longer appear 
in Fifth Edition. This includes ante cards, which have run 
afoul of gambling laws in some areas, and which have 
already been dropped from many foreign-language editions 
of the game. 

The development team also worked hard to make every 
card in every pack more useful. The set has been tightened 
up by taking a few of the power cards out and by removing a 
lot of the less useful cards. Essentially, they skimmed a little off 
the top and a lot off the bottom. As a result, the average 
strength of the set has increased, and there is less extreme 
variation, making Fifth Edition ideal for Sealed-Deck play. 


_— i i ae 


Magic right from its beginnings. There are still plenty of 
pieces by the original artists, whose names veteran Magic 
players can rattle off from memory. In fact, almost every 
artist who illustrated sets prior to A//iances is represented in 
Fifth Edition. Well-known characters, such as Llanowar 
Elves, still wear the faces players have come to know and love. 
A few cards have even been reworked by some of the “old- 
timers” like Doug Shuler, Dan Frazier, and L. A. Williams. 
When deciding whether cards should have new artwork, 
the design team followed two basic guidelines. First, they 
concentrated on correcting illustrations that misrepre- 


Rebecca c wa 


sented a card’s game function. For example, 
the original art for Frozen Shade implied that the creature has 
flying, so a new piece was commissioned for Fifth Edition. The 
second criterion was whether a given piece was as strong artisti- 
cally as it could be; new illustrations provided an opportunity to 
make a good thing even better. There have also been improve- 
ments to card layout to make important information more 
readable: the example here (Phantom Monster, with new art by 
Rebecca Guay) shows how the look of the cards has changed. 


Fifth Edition will also see plenty of new flavor text. New pieces 
were written to replace uninteresting text from earlier sets, or 
character quotations that were not readily understandable out- 
side of a particular expansion. In addition, flavor text appears 
on cards that were never graced by it before. Sometimes this 
was because rules text on the original printing was shortened in 
the new edition. Other cards simply had never contained flavor 
text, but seemed ripe for it now. 

The flavor text team was headed up by Dominia Continuity 
coordinator Pete Venters, who also led the teams that produced 
text for Mirage and Visions. Writing was solicited from many 
people within Wizards, including the core group who wrote for 
those most recent expansions. “We wanted to ensure that every 
piece of flavor text enriched the game in its own right,” says Pete. 
“There should be enough information to tantalize new players, 
while revealing something new to the old-timers.” The team has 
succeeded: the new text contains a good mix of humor, literari- 
ness, and imagination that players of all types should enjoy read- 
ing. And, as has been requested by many a Magic fan, flavor text 
for Fifth Edition will contain more quotations from classical, 
real-world sources. 


All in all, this latest version of Magic: The Gathering should 
do a lot to strengthen the game’s playability and accessibility. 
Mike Elliott, lead developer on Fifth Edition, sums it up well: 
“Our goal in Fifth Edition was to make Magic a ‘classic’ game, 
one that players will return to again and again.” * 


Jennifer Clarke Wilkes, also known as the ‘goblin editor,” has worked on 
multiple Wizards’ projects and was a key contributor to Fifth Edi- 
tion flavor text. 


BY PETE VENTERS, 
KIJ JOHNSON, AND 


GERFORD 


ominia is a place of infinite wonder, 
where myriad planes move in an elabo- 
rate dance, each bearing countless 
worlds. And at its heart—and the heart of Magic: 
The Gathering—is Dominaria. Whole cultures 
and nations thrive here, along with legendary 
wizards and warriors who have struggled to 
change their world. Their stories live here too, 
great sagas that tell of the rises and falls of 
empires, as well as smaller tales of individuals who 
have changed lives, and indeed, changed history. 
These cultures, characters, and stories are 
hinted at in the cards of Magic, but there is so 
much more to Dominia than can be captured in a 
handful of words or a single image. Where is 
Phyrexia? What is the story of Mirage and Visions? 
What makes a Fallen Angel? Who are Urza and 
Mishra? Who's Teeka, and why does she have a 
dragon? How many fingers does a Minotaur’s 
hand have? (Be warned: the last one is a trick 
question!) The Continuity department at Wiz- 


ards of the Coast knows the answers to these ques- 
tions, and, starting in this issue of The Duelist, 
we'll be passing on the large and the small stories 
to you in a series of columns and articles. 

And don't forget to check out the Encyclopedia 
Dominia in the Duelist Online at <http://www. 
wizards.com/duelist_online>, where you'll find 
regularly updated information about Dominia’s 
fascinating creatures, characters, and lands. 
Doniiriia. Doniinaria: 

What's ‘the Deal? 

Dominia is a multiverse, a limitless series of 
dimensional planes that travel independently of 
one another in a chaotic and unchartable dance. 
Because the links between planes are temporary 
and fragile, it’s nearly impossible to travel 
between planes. Only a few individuals in all of 
Dominia have the power and the gift for such 
travel. These beings are known by many names 
but are most accurately called planeswalkers. 
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@ n Magic: The Gathering you take the role of a 
planeswalker. Planeswalkers can traverse the 
planes of the multiverse, and they can draw 
mana and summon creatures from one plane 

, @ == while they are in another. Throughout the 


multiverse they are regarded as gods and goddesses. 
But what separates:a planeswalker from the other 
Wizards that live throughout Dominia? 
One person in several million is born with what is 
“eknown as “the planeswalker spark,” a direct link that 
® allows him or her to draw on mana throughout the 
multiverse. Many such people learn the tricks and 
sits tat come easily to those with the spark, 
eventually becoming accomplished and powerful 
wizards—but not planeswalkers. However, if they're 


= discovered young enough by another “walker,” they 


_ can be trained until the — spark eee 


mysterious Thran Empire developed gates betwee 

planes: one such Thran Gate was discovered by Urza 

and Mishra at the cave of Koilos several thousand 

years ago. Not even the Thran could control the power 

they had developed; it resulted in their extinction, just 

as it helped destroy the Brothers, five millennia later. 
A warped version of these portals still exists in 


Phyrexia, built using stolen secrets. Very little is known 
about the portals; as with any information about 
Phyrexia, the truth is veiled in lies and madness, for 
those who search for such knowledge rarely return 
unchanged from their quests—if they return at all. 


64 APRIL-1997. THE DUELIST 


Dominaria is a rare entity in the multiverse: a plane with 
relatively permanent connections to more than a dozen 
other planes, each with its own cultures and connecting 
planes as well. It’s within this extended family of planes that 
the action in most Magic: The Gathering expansion sets 
takes place. When you think about the opportunities avail- 
able to planeswalkers in such a place—including rich mana 
resources and abundant creatures, ripe for the summoning—you 
begin to see why Dominaria is a favorite haunt of the 
planeswalkers. 

So, is Dominaria a planet or a plane? Actually, it’s both. 
Planeswalkers name a plane after its most important planet. 
Some planes may actually share the same physical universe, 
but planeswalkers don’t rely on the laws of physics for their 
“walking”; it’s the relative ease of “walking” from plane to 
plane that determines proximity, not the physical relation- 
ship of the respective planets. 


Dominaria is the setting for every Magic expansion except 
Arabian Nights (which is set in the planes of Rabiah) and 
Homelands (set in the backwater plane of Ulgrotha). Most 
of our attention has been centered on the continents of 
Terisiare, Jamuraa, and the Domains. 

Troubled Terisiare was the setting for the cataclysmic 
Brothers’ War chronicled in Antiquities. The war brought 
about a series of social and climatic changes across the world 
that were detailed in The Dark, Fallen Empires, Ice Age, and 
Alliances. Modern-day Terisiare is very different from the 
ancient continent where Urza and Mishra battled. With the 
myriad strip mines left by the brothers and the damage 
wrought by the glaciers of the Ice Age, the land has divided 
into four distinct land masses. Most notable of these is New 
Argive, a post-Ice Age civilization born from the alliance of 
Kjeldor and Balduvia. New Argive is a major seat of learning, 
and its universities and museums are unrivaled within its 
corner of the world. 

Six thousand miles east of Terisiare lie the Domains. The 
Domains are actually a handful of continents surrounded by 
hundreds of islands, large and small. Here you'll find nations 
and places with names as familiar to players as the name 
Magic: The Gathering itself: Benalia (about which there's 
extensive information in the Due/ist Online); neighboring 
Avenant, where archers and warriors hold the border against 
Benalia’s dreams of conquest; the forests of Llanowar, Savea, 
and Shanodin; the mountains and nation of Hurloon; Kush, 
site of the festival city Estark; Foriys, home to monstrous 
giants; Mirtiin and Stahaan, radical xenophobic nations of 
Minotaurs; Verdura, home of the mysterious enchantresses; 
the Orvada Empire, a merchant empire rivaling Benalia; and 
Keld and the neighboring Kingdom of Parma, home of the 
Keldon Warlords and the Northern Paladins. The Domains 
have been featured throughout HarperCollins’s novels and 
the Magic: The Gathering basic set. You can find more tid- 
bits about this region in the flavor text of Fifth Edition. 

A few thousand miles to the east of the Domains lies the 
continent of Corondor, scene of most of Acclaim’s Magic 
comic books and the site of a recent war between a handful 


of planeswalkers. Corondor has fallen on hard times in the 
wake of the war, and it may be centuries before it fully recov- 
ers from this disaster. 

About two thousand miles to the south of Corondor lies 


Jamuraa. We visited the northwest of this continent in the 


Mirage and Visions sets and witnessed the predations of 


Kaervek, a mage from the nearby Burning Isles. Jamuraa 
extends for several thousand miles, much of it controlled by 
the Suq’Ata Empire and the bipedal lizards known as the 
Viashino, before the continent butts against another giant 
land mass, which meets another, and another. .. These land 
masses form a colossal supercontinent, much of it controlled 


by certain empires whose ancestors migrated to Dominaria 


through gates connected to Rabiah. Rabiah is a series of 


planes linked by a shared culture reminiscent of the mythical 
lands, creatures, and people of Earth’s own Arabian Nights. 
Each of these planes is a distorted reflection of the last. This 
family of planes shifts constantly across Dominia, making it 
impossible to track any specific plane. Only a few stable gates 
are known of, most of them upon Dominaria. 

Far to the northeast of this supercontinent lies Shiv. The 
home of the Shivan Dragons (and their cousins, the 
Viashivan), Shiv is an inhospitable volcanic land mass. Shiv 
sits within a deep-ocean “ring of fire,” which fuels the coastal 
waters to near-boiling point. Only the Viashino know the 
secrets of how to navigate these inhospitable waters, and they 
control the land, much to the ire of the Shivans. 

Then there is the continent of Sarpadia—once home to 
the thrulls, the thallids, and other fallen empires. Scholars 
disagree, but it is believed that the lost continent lies some 
where far to the south of Terisiare. A few claim to have vis 
ited the land, and they talk of monstrosities ruling over 
inhuman kingdoms. Little else is known at this time, and the 
sages of New Argive have yet to pluck up the courage to 
mount a full expedition. 

And what of Phyrexia? Phyrexia is a terrible plane some 
distance from Dominaria. The planar predations of the 


Phyrexians have ensured their notoriety throughout much of 


known Dominia. Even on Dominaria, their artifact horrors 
roam the dark nights, awaiting the call of their master’s will. 
There’s a lot of information about Phyrexia available right 
now in the Duwe/is¢t Online. 


We'll be starting a regular column where we'll tell you more 


about the stories and places of Dominia and the settings of 


upcoming card sets and expansions. We'll clue you in to the 


secrets of planeswalkers and their legends, and answer some of 


your most frequently asked questions. 

Oh, and by the way, the answer to “How many fingers 
does a Minotaur’s hand have?” is “It depends on the race.” 
Hurloon and Anaba Minotaurs have four fingers and 
thumb, like humans, while all other known Minotaurs (Tal 
ruum, Mirtiin, Stahaan, to name but a few) have two fingers, 
as well as two thumbs set across the palm from each other. 
Why? Well, that involves an ancient and narrow-minded 
planeswalker, a duel gone wrong, and the “Heresy of Hur 
loon.” But that, as they say, is another story. 


ominaria is similar to Earth, with 
\ temperature ranges and seasons close 
to our own. It is almost fifty percent 
larger at the equator, which gives 
Dominaria almost two and a half times 
the surface area of Earth. However, Dominaria’s 
gravity isn’t substantially stronger than ours 
(the secrets of that riddle lie deep within the 
planet...). Dominaria’s year is 420 days long 
and is organized by most developed cultures 
into twelve months, each of 35-days duration. 
_ Dominaria’s oceans are enormous, separating 


‘ 


‘ 


its continents with many thousands of miles of 
water. apie oceans tend to be shallower than 


ding ecross e 


sky. The Rane Moon (or “Null 


Moon,” as the planeswalkers call 

it) is actually an artificial satellite, 

crackling with occasional huge 

electrical bursts that arc across its 

chaotic surface. No one knows who 

built the moon or what purpose it 

might have served, but it's believed to have 
existed long before the ancient Brothers’ War 
between Urza and Mishra. 
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Two-Front War — 7 
ey aU Ti as a AW Be ce In this three-player variant, two separate Runners are 
running against one Corp. The object is the same as in 
#4 e- T Ree as es ae) no ce the normal game: be the first to process or liberate 7 
~ VA re A NTS agenda points. The Runners are not working together, 


iol but are competitors, each hoping to score 7 agenda 
before his or her counterpart. And though the Corp has 
the difficult task of advancing its agenda while under 
attack by two Runners, it can turn the Runner competi- 
tion to its own advantage. 

The Corp, as in the normal game, begins play first. 
Then one Runner takes his or her turn, followed by the 
second Runner. The next turn begins again with the Corp, 
followed by the last Runner to move in the previous turn, 
and finally the first Runner. The sequence of play alter- 
nates throughout the game, as shown below. 

Turn 1 Corp / Runner #1 / Runner #2 
Turn 2 Corp / Runner #2 / Runner #1 
Turn3.  Corp/ Runner #1 / Runner #2 
Turn4 , Corp/ Runner #2 / Runner #1 
rf etc. 
___ Itmayat first seem unfair that the Corp has only four 
tions against the Runners’ combined total of eight. 
because the Runners are competing against 
ach must take into account the possible ben- 
of any actions taken. While trashing 
nay hinder the Corp, doing so also 
! nner and depletes one's 
iner #1 falls victim to the 
ht decide not to trash it, 
‘Suc infighting can 
ing room. 

As well, the alternating seque ; of play provides a 
balance between Guak If the turn sequence were 
locked into Corp/Runner #1/Runner #2, the first Runner 
would have a distinct 


wind up giving the Corp se 


have developed informal rules variants. Here 


= the right cards, 

last, from the creative Als in the Corp’s R&D depart- ~~ he or she would be able to 

e f : access cards in HQ and 

ment, are the official multiplayer Netrunner rules. R&D and effectively make 
= Vv s Bw ca w N F - ca A R N = s 
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off with agenda before the other Runner had a 


chance to even look for it, Alternating the Runners’ 
turns nullifies the advantage to either player. 
Mutual Aid Society 
This variant pits a team of two Corp players against 
another team of two Runner players. Each mem- 
ber of the team must score 5 agenda in order to 
win the game. The game setup is much like stan- 
_dard Netrunner. The main difference from normal 
game play is in the actions that Corps and Runners 
may take. 

The game starts with Corp #1 and Corp #2 tak- 
ing their respective turns, followed by Runner #1 
and finally Runner #2. The turn sequence never 
varies. Players cannot advance their teammates’ 
agenda, install cards in a teammate’s region of 
active play, remove tags on teammates, or take 
other actions of this sort. However, a Runner 
tagged by one Corp is vulnerable to tag-dependent 
cards and actions by the other Corp, while Bad 
Publicity counters given to a Corp by one Runner 
can be added to by the other. . 

Each player is responsible for his or her own ice, 
programs, nodes, resources, etc. Team members 
may not trade cards, but may look at each other's 
hand and confer on strategy. Each team member 
has his or her own bit pool to be used only by 
person; however, players can take sped bi 
actions as follows: 

* A player may take an action &® re 
number of bits from his 0 ) 

a teammate. Ms 
A player may take a ctic 
number of bits from a teammate 
his or her own; this number, Soweves, cannot 
exceed an amount specified by the other player. 
The game does not end oncesa player has 
scored 5 agenda; he or she continues to play until 


the teammate achieves victory or the game ends, 
whichever comes first. A Runner who has scored 
sufficient agenda continues to play normallypwhile 
a Corp player must stop once his or her deck is 
depleted. If a Corp player “decks out” before meet- 
ing victory conditions, that team loses unless they 
fall into one of the special situations outlined in the 
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accompanying sidebar. Otherwise, play continues 
until a team meets its victory conditions. In this 
variant, situations can arise in which neither team 
wins. Ties are quite possible and acceptable. 

A team variant presents special difficulties for 
game play. If Corp players were able to advance 
their teammates’ agenda, for example, it would be 
very possible for the Corp team to score agenda 


encourages Corps to play with “Tag-and-b 
decks and limits options. 

As well, allowing a team member to conti 
playing after meeting his or her own victory cor 
tions prevents one side from completely dome 
ing the remaining player. The “finished” play 
can continue to generate bits for their teame 
run interference for teammates, rather t 


on the first e which would give it an unfair “throwing them to the wolves.” . 


n the course of a game, a player may be eliminated: Runners may be 

flatlined and Corps may fall victim to Bad Publicity. Such 

have a unique effect in a team game. In these 

situations, alternate victory conditions could come into play, as set 
out below. 
® if a Corp player is eliminated via Bad Publicity before meeting his 
or her victory conditions, play continues with the remaining team 
member. However, the only way for the Corp team to win now is by 
flatlining both Runners. 
© Ifa Runner is flatlined before meeting his or her victory 
conditions, play continues with the remaining team member. The 
Runner team can only win by eliminating both Corps via Bad Publicity 
or by causing both Corps to run out of cards before they meet their 
victory conditions. 
© If both Corp players run out of cards, the Runner team wins. The 
pmerinpmetie 8  Dotsrroncpaicpahie od 


scoring 5 agenda. 


wy ie 
‘hy i a oe 
a aT 


advantage. Allowing Runners to thy off a team- 
mate’s tags could let them double-téam the.Cofps, 
with one player making high-riski@ftacks while the 
other played preventiveseffects. Restricting cooper- 
ation between.teammates to the exchange of bits 
and information is vital to the preservation of 
game balance. 

Separate bit pools are essential to an equitable 
and balanced game. Playing with a shared bit pool 
for each side is interesting, but makes Corp cards 
such as Closed Accounts doubly strong. This 


conditions wn $< S00 ee 


fine Balance 

As you can see, ensuring a good balance betie 
the two sides is paramount to any multiplayer \: 
ant. Try these two out, but don’t be afraid to @ 
up with some ideas of your own. And let us kn 


when you do—we're always interested in hear 


Tiel 


about players’ “House Rules”! 1 


Shawn F. Carnes is a member of Wizards’ Resear 
& Development team and alternates between ben 
a Runner and a Methuselah. 
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Can | play with more than sixty cards? 
Your deck size is limited to sixty 
cards—unless, of course, you and your 
opponent agree otherwise prior to 
playing a non-tournament game. 


I've got a Dasher D Firemoth with a 
deployment cost of 4/2A/IM/IT. What 
does it cost me to play this card? 
The total cost of playing any card is 
the total of all the numbers in 
its deployment cost. So the 
Dasher D costs 4 + 2+1+1, 
or 8 resources to put into play. 
Remember that, in terms of 
cost, you can ignore numbers 
next to those with letters if you 
have the corresponding assets 
in play. For example, with 
Dasher D, if you have the Tac- 
tics asset in play, the total cost 
of the Dasher D is only 7 If 
you have Assembly, Muni- 
tions, and Tactics in play, the 
total cost is only 4. You don’t 
have to have two Assembly 
assets in play: merely having 
the asset lets you completely 
ignore the number next to it. 
You also do not have to tap a 
card with an asset in order to use 
that asset. 


How much damage can I repair on my 
"Mechs each turn? 

You may only repair 1 damage per 
turn, regardless of how many Assem- 
bly assets you have in play or how 
many resources you have available. 


If | have two Support: Tactics cards in 
play, is my initiative +2? 

Assets are not cumulative, so no mat- 
ter how many Support: Tactics cards 
you have, your initiative is still just 
+1. If you want to raise your initia- 
tive, you will need to use cards that 
add to your initiative, as opposed to 
merely giving you Tactics. 


Once I’ve paid for a card, when does it 
come into play? 

Command cards come into play at 
any point during the Deploy phase 
if their deployment cost is paid. 
"Mechs come into play during the 
End phase if their deployment cost 
has been paid. 


TARGET: 
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6) 


7) 


8) 


9) 


Can | choose to leave a card unrevealed 
and build up more counters to bluff my 
opponent? 


Yes. 


Can | choose to reveal a card that isn’t 
completely constructed? 
Yes. 


What happens with the excess damage 
done to a card under construction? Say 


io 


ZEU-9F 
RANGE: 748M 


a card under construction has five con- 
struction counters on it. During a first 
attack, you do 3 damage to it, removing 
one counter. In the next attack you 
again do 3 damage. Does this destroy 
one or two construction counters? 

The extra point is lost, even between 
attacks during the same turn. So you 
would destroy one construction 
counter. 


Do | have to tap a ’Mech to block 
with it? 
Yes. Blocking taps the blocking 
"Mech. 


10) When do we determine initiative 


during combat? 

Right after the block or blocks have 
been declared. Then, if someone 
plays an effect that changes his or her 
initiative, you'll have to recalculate it. 


11) If | attack a tapped ’Mech, does it get 


to deal damage? 

A tapped "Mech that is attacked still 
deals its damage, unless it is depleted. 
It is considered blocking for purposes 
of various Mission cards. 
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12) The Trebuchet TBT-7M has an attack of 
2, and Missile |. Does this mean that if | 
use the Missile, | can’t use the attack to 
deal damage? 

No, the "Mech’s options are in addi- 
tion to any damage it normally deals. 


13) The rules on the Turn Sequence say: 
“...and resolving each mission in turn.” 
Does this mean | can only run one mis- 

sion per turn? 

No, they should say“ .and resoly- 

ing each mission in sequence.” 


14) Is Overheat damage separate 
from mission damage? That is, does 
armor apply separately to both mis- 
sion damage and Overheat damage? 
Overheat damage is added to any 
damage suffered during a mission, 
and all that damage is applied at 
the same time, so armor only 
applies once to that lump sum, 
not separately for each source of 
damage. 


15) Is NARC cumulative? If my attack- 
ing group contains three Mechs with 
NARC, am | allowed to subtract up to 
three from a missile role? 

NARC is not cumulative: “You 
may subtract 1 from each of your 
missile rolls if the missiles are 
assigned by a Mech in a group that 
includes at least one NARC Mech.” 


CARD ERRATA 
Combat Engineers is incorrectly 
listed as Infantry Support in its 
own card text. 


Bjorn Jorgensson, the Ghost Bear 
pilot, should have the “unique” 
keyword on the card. 


Victor Steiner-Davion should not 
have armor/structure. 


SPECIFIC 
CARD RULINGS 
Misrouted Command can be played 

against tapped "Mechs. ® 


See pgs. 72-73 for your official 
BattleTech Card List 


©1996 Wizards of the Coast, Inc. 
BattleTech and ‘Mech are registered trade 
marks of FASA Corporation. ©1996 FASA 
Corporation. All rights reserved. The 
BattleTech universe is owned by FASA 


Corporation and used under license. 
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CARD TITLE KEYWORDS 
Accurate Intelligence Mission 


1 
2 Aerospace Fighter Mission Command 
3 Alex Mallory Command-Unique 
4 Ambush! Command-Subterfuge 
5 Ammo Explosion Mission 
6 Arms Reduction Command 
7 Arrow IV Battery Command-Artillery 
8 Assassin ASN-21 ‘Mech-Fast-Jump-Iinner Sphere 
9 Atlas AS7-D "Mech-Slow-Inner Sphere 
10 Atlas AS7-K 


11 Awesome AWS-80 
12 Awesome AWS-9M 
13 Axman AXM-1N 


‘Mech-Slow-Inner Sphere 


Davion-Steiner 
14 Banshee BNC-3E "Mech-Slow-inner Sphere 


15 Banshee BNC-5S 


16 Battalion Support Command 

17 Bearer of Command-Pilot 
McKennsy Hammer 

18 Bjorn Jorgensson Command-Pilot 


19 Black Hawk A Nova 
Clan-Omni 

20 Black Hawk B Nova 

21 Black Hawk D Nova 

22 Black Hawk Prime Nova 


23 Black Knight BL6-KNT Mech-Slow-Inner Sphere 


"Mech-Slow-Inner Sphere-Marik 
‘Mech-Slow-Jump-Inner Sphere- 


Mech-Moderate-Jump-Anti-Missile- 


*"Mech-Moderate-Jump-Clan-Omni 
Mech-Moderate-Jump-Clan-Omni 
"Mech-Moderate-Jump-Clan-Omni 


‘ 
+ 
4 


"Mech-Slow-Anti-Missile-inner Sphere-Kurita 


Mech-Slow-inner Sphere-Davion-Steiner 


24 Blackjack BJ2 Mech-Slow-Jump-inner Sphere-Davion 
25 Caesar CES-3R Mech-Slow-Inner Sphere-Davion-Steiner 
26 Candace Liao Command-Unique 


27 Cataphract CTF-3D 
28 Catapult CPLT-C3 Mech-Slow-Jump-Artillery- 
Inner Sphere-Liao 
Command 


"Mech-Slow-Inner Sphere 


29 Caught in Hangar 

30 Centurion CN9-A 

31 Centurion CN9-D 

32 Chaparral Missile Tank 

33 Charger CGR-1A1 

34 Cicada CDA-2A 

35 Cicada CDA-3M 

36 Clint CLNT-2-3T 

37 Clint CLNT-2-3U 

38 Combat Engineers 

39 Commando COM-2D 

40 Communications Blackout Command 

41 Communications Failure Mission 

42 ComStar Bank Account Command-Resource 

43 Contract with 
Gray Death Legion 


Command-Artillery 


‘Mech-Fast-Inner Sphere 


Command-Enhancement 


Mech-Slow-Jump-Inner Sphere-Liao 


"Mech-Moderate-inner Sphere 
‘Mech-Moderate-Inner Sphere-Kurita 
‘Mech-Fast-Inner Sphere-Marik 
‘Mech-Moderate-Jump-Iinner Sphere 
‘Mech-Moderate-Jump-inner Sphere-Liao 


Mech-Moderate-inner Sphere-Steiner 


Command-Mercenary-Unique 


44 Contract with Command-Mercenary-Unique 
Wolf's Dragoons 

45 Coventry Metal Works Command-Resource 

46 Critical Hit Mission 

47 Crockett CRK-5003-1 ‘Mech-Slow-Jump-Inner Sphere 

48 Culling Command 

49 Cyclops CP11A *Mech-Slow-inner Sphere 


50 Daishi A Dire Wolf 

Smoke Jaguar 
51 Dasher C Firemoth 
52 Dasher D Firemoth 
53 Dasher Prime Firemoth "Mech-Fast-Clan-Omni 
54 Death Commando Strike | Command-Subterfuge 
55 Death From Above Mission 


56 Dervish DV-6M ‘Mech-Moderate-Jump-Inner Sphere 

57 Dervish DV-70 "Mech-Moderate-Jump-inner Sphere-Davion 
58 DEST Pilot Command-Pilot 

59 Dragon DRG-1N "Mech-Moderate-Inner Sphere-Kurita 

60 Dragonfly A Viper ‘Mech-Fast-Jump-Clan-Omni-Ghost Bear 

61 Dragonfly 8 Viper "Mech-Fast-Jump-Clan-Omni-Ghost Bear 
62 Dragonfly C Viper "Mech-Fast-Jump-AP-Clan-Omni-Ghost Bear 
63 Dragonfly D Viper ‘Mech-Fast-Jump-Clan-Omni-Ghost Bear 
64 Dragonfly Prime Viper "Mech-Fast-Jump-Anti-Missile-Clan-Omni 
65 Dropship Site Command 

66 Effective Groundwork Command 

67 Elemental Point Command 

68 Elias Crichell Command-Unique 

69 Elite infantry Command-Enhancement 

70 Elite MechWarrior Command-Pilot 


71 Enforcer ENF-4R 
72 Enforcer ENF-5D 
73 Evantha Fetladral Command-Unique 

74 Expert ‘Mech Technicians © Command-Resource 
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‘Mech-Slow-Anti-Missile-Clan-Omni- 


‘Mech-Slow-Jump-inner Sphere-Davion 
"Mech-Moderate-Jump-inner Sphere-Davion 


‘Mech-Fast-Anti-Missile-Clan-Omni-Ghost Bear 
"Mech-Fast-Clan-Omni-Ghost Bear 
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ARTIST RARITY 
Glen Kim Cc 75 
Doug Chaffee Cc 
Joel Biske R 76 
Stuart Beel Cc 7 
David Roach U 
Romas Kukalis R 78 
Romas Kukalis U 79 
Charles Gillespie U 80 
Mike Raabe c 81 
Mike Raabe R 82 
Doug Chaffee c 83 
Doug Chaffee c 84 
Doug Chaffee R 85 
Kelly Krantz U 86 
Kelly Krantz Cc 87 
Douglas Shuler U 
Mike Kimble R 88 
89 
Douglas Shuler R 90 
Clint Langley Cc 91 
Clint Langley C 92 
Clint Langley Cc 93 
Clint Langley C 94 
Charles Gillespie U 95 
Tom Baxa Cc 96 
Randy Gallegos c 97 
Liz Danforth R 98 
Dave Seeley U 99 
Charles Gillespie Cc 100 
101 
Randy Asplund-Faith C 102 
Dave Seeley c 103 
Dave Seeley U 104 
Doug Chaffee U 105 
Charles Gillespie U 106 
Mike Jackson C 107 
Mike Jackson Cc 108 
Clint Langley U 109 
Clint Langley U 110 
Pat Morrissey U WwW 
Dave Seeley Cc 112 
Romas Kukalis U 113 
Douglas Shuler R 
Dylan Martin U 114 
Jeff Miracola R 115 
116 
Janine Johnston R 117 
118 
Romas Kukalis Vv 119 
Mike Jackson c 120 
David Deitrick U 121 
Mark Poole R 122 
Mark Poole c 123 
Joel Biske R 124 
125 
Kelly Krantz U 126 
Kelly Krantz Cc 127 
Kelly Krantz c 128 
Mike Kimble R 129 
Thomas Millio U 130 
Charles Gillespie Cc 131 
Charles Gillespie C 132 
Craig Hooper R 133 
Chris Moeller c 134 
Thomas Million R 135 
Thomas Million U 136 
Thomas Milliom U 
Thomas Milliorn U 137 
Thomas Milliom U 138 
Chris Trevas U 139 
Brice Parker U 140 
Stuart Beel U 141 
Janine Johnston R 142 
Douglas Shuler R 143 
Joel Biske U 
Ron Spencer c 144 
Ron Spencer c 145 
Douglas Shuler R 
Doug Chaffee c 146 
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CARD TITLE KEYWORDS 

Exterminator EXT-4D ‘Mech-Moderate-Jump-Anti-Missile- 
Inner Sphere 

Extra Armor Plating Command-Enhancement 

Falcon FLC-4P "Mech-Moderate-Jump-Anti-Missile- 
Inner Sphere-Wolf's Dragoons 

Feint Mission 

Fenris A Ice Ferret "Mech-Fast-Anti-Missile-Clan-Omni-Wolt 

Fenris C Ice Ferret *Mech-Fast-Clan-Omni-Wolf 

Fenris D Ice Ferret "Mech-Fast-Anti-Missile-Clan-Omni-Wolt 

Fenris Prime Ice Ferret *Mech-Fast-Clan-Omni 

Ferro-Fibrous Armor Command-Enhancement 

Firestarter FS9-H "Mech-Moderate-Jump-Iinner Sphere 

Firestarter FS9-S "Mech-Moderate-Jump-Anti-Missile- 
Inner Sphere 

Flashman FLS-8K "Mech-Moderate-inner Sphere-Anti-Missile 

Flea FLE-17 "Mech-Moderate-Jump-inner Sphere- 
Wolf's Dragoons 

Forged Mission Orders Mission 

Galen Cox Command-Pilot-Unique 

Gladiator A Executioner "Mech-Slow-Jump-Clan-Omni-Ghost Bear 

Gladiator B Executioner ‘Mech-Slow-Jump-Anti-Missile-Clan- 
Omni-Ghost Bear 

Gladiator C Executioner "Mech-Slow-Jump-Clan-Omni-Ghost Bear 

Gladiator Prime Executioner 'Mech-Slow-Jump-Clan-Omni 

Good Shooting! Mission 

Grand Dragon DRG-5K "Mech-Moderate-Inner Sphere-Kurita 

Grasshopper GHR-5SH "Mech-Slow-Jump-inner Sphere 

Gray Death Pilot Command-Pilot-Mercenary 


Grayson Death Carlyle Command-Unique 

Guerrilla Support Command-Operation 

Guillotine GLT-5M "Mech-Slow-Jump-Inner Sphere-Marik 
Hanse Davion “The Fox" Command-Unique 

Hatamoto-Chi HTM-27T "Mech-Slow-Inner Sphere-Kurita 


Hatchetman HCT-3F "Mech-Slow-Jump-Inner Sphere-Davion-Steiner 

Hatchetman HCT-5S "Mech-Slow-Jump-Inner Sphere-Davion-Steiner 

Head Shot Mission 

Heavy Fog Mission 

Heavy Industry Command-Resource 

Helicopter Support Command 

Heroic Sacrifice Mission 

Highlander HGN-732 "Mech-Slow-Jump-inner Sphere 

Holographic Decoy Command-Subterfuge 

Hoplite HOP-4D "Mech-Slow-Inner Sphere-Wolf's Dragoons 

Hornet HNT-171 "Mech-Moderate-Jump-Inner Sphere- 
Wolf's Dragoons-Davion 

Hovertank Detachment Command 

Hunchback HBK-4G ‘Mech-Slow-Inner Sphere 

Hussar HSR 200-D "Mech-Fast-Inner Sphere 

Imp IMP-3E "Mech-Slow-Inner Sphere-Wolf's Dragoons 

Improvised Weapon Mission 

inexorable Advance Mission 

Infantry Platoon Command-Enhancement 

Inside Job Command-Subterfuge 

ISF Counterespionage Command 

JagerMech JM6-DD "Mech-Slow-Inner Sphere-Davion-Kurita 

JagerMech JM6-S "Mech-Slow-inner Sphere-Davion-Liao 

Jaime Wolt Command-Unique-Mercenary-Pilot 

Javelin JVN-10N "Mech-Moderate-Jump-Iinner Sphere 

Jenner JR7-D "Mech-Fast-Jump-Inner Sphere-Kurita 

Jump into Cover Mission 

Justin Xiang Allard Command-Unique 

Kai Allard-Liao Command-Unique-Pilot 

Kamikaze MechWarrior Command-Pilot 

Katana CRK5003-2 "Mech-Slow-Jump-Inner Sphere-Kurita 

Kell Hound Pilot Command-Pilot-Mercenary 

Koshi A Mist Lynx 'Mech-Fast-Jump-Anti-Missile-AP-Clan-Omni 

Koshi B Mist Lynx "Mech-Fast-Jump-Clan-Omni 

Koshi C Mist Lynx "Mech-Fast-Jump-Anti-Missile- 
ECM-Clan-Omni-Smoke Jaguar 

Koshi D Mist Lynx "Mech-Fast-Jump-Clan-Omni 

Koshi Prime Mist Lynx "Mech-Fast-Jump-Clan-Omni 

Lance Commander Command-Pilot 

Lancelot LNC25-01 "Mech-Moderate-Inner Sphere 

Leap Before You Look Mission 

Leo Showers Command-Unique 

Loki A Hellbringer ‘Mech-Moderate-NARC-Clan- 
Omni-Jade Falcon 

Loki B Hellbringer "Mech-Moderate-Clan-Omni-Jade Falcon 

Loki Prime Hellbringer Mech-Moderate-Anti-Missile- 
ECM-AP-Clan-Omni 

Long Range Command-Enhancement 

Targeting System 


Dave Seeley 


Brice Parker 
Chris Moeller 


Dave Seeley 
Brian Dugan 
Brian Dugan 
Brian Dugan 
Brian Dugan 
Kelly Krantz 

Chris Moeller 
Chris Moeller 


Dave Seeley 
Kelly Krantz 


David Ho 

Liz Danforth 
Doug Chaffee 
Doug Chaffee 


Doug Chaffee 
Doug Chaffee 
David Deitrick 
Stuart Beel 

Sam Wood 

D. Alexander Gregory 
Zina Saunders 
Alan Rabinowitz 
Sam Wood 
Kevin McCann 
Tom Baxa 
Charles Gillespie 
Charles Gillespie 
Charles Gillespie 
Dylan Martin 
Stuart Beel 

Kelly Krantz 
Joel Biske 
Charles Gillespie 
Jim Nelson 
Mike Raabe 
Mike Raabe 


Randy Asplund-Faith 
David Deitrick 

Tom Wanerstrand 
Randy Asplund-Faith 
Stuart Beel 

Charles Gillespie 
Chris Trevas 
Douglas Shuler 

D. Alexander Gregory 
Randy Asplund-Faith 
Randy Asplund-Faith 
Jeff Laubenstein 
JOCK 

JOCK 

Kelly Krantz 

Liz Danforth 

Liz Danforth 

Joel Biske 

Alan Rabinowitz 
Douglas Shuler 
Kevin McCann 

Kevin McCann 
Kevin McCann 


Kevin McCann 
Kevin McCann 

Mark Poole 

Randy Asplund-Faith 
Mike Jackson 

Mark Poole 

Jeff Laubenstein 


Jetf Laubenstein 
Jeff Laubenstein 


Christina Wald 
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Munitions allows 
each your missiles to do 3 
damage if you roll a 3 when 


using missiles. 


If you have tactics in 
play, you get a +1 initiative; 
initiative is a number that 


determines whether you get to 
play effects and assign dam- 
age before your opponent. 


Logistics allows 
you to restock (put at the 
bottom of your Stockpile) a 


card from your hand at the 
end of your turn. 


Assembly gives 
you the ability to repair 1 
structure damage dealt to 
one ‘Mech® for @ (for spend- 
ing one resource) during your 
Repair/Reload phase 


Q — Politics makes 
certain cards notably less 
expensive, but it provides 

no special ability itself. 
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CARD TIT! CARD TITLE KEYWORDS ARTIST RARITY 
1 Accurate Intelligence Mission Glen Kim c 75 Exterminator EXT-4D ‘Mech-Moderate-Jump-Anti-Missile- Dave Seeley U 
2 Aerospace Fighter Mission Command Doug Chaffee c Inner Sphere 
3 Alex Mallory Command-Unique Joel Biske R 76 Extra Armor Plating Command-Enhancement Brice Parker Cc 
4 Ambush! Command-Subterfuge Stuart Beel c 77 Falcon FLC-4P "Mech-Moderate-Jump-Anti-Missile- Chris Moeller U 
5 Ammo Explosion Mission David Roach U Inner Sphere-Wolf's Dragoons 
6 Arms Reduction Command Romas Kukalis R 78 Feint Mission Dave Seeley Cc 
7 Arrow IV Battery Command-Artillery Romas Kukalis U 79 Fenris A ice Ferret “Mech-Fast-Anti-Missile-Clan-Omni-Wolf Brian Dugan U 
8 Assassin ASN-21 "Mech-Fast-Jump-Inner Sphere Charles Gillespie U 80 Fenris C Ice Ferret *Mech-Fast-Clan-Omni-Wolf Brian Dugan c 
9 Atlas AS7-D "Mech-Slow-inner Sphere Mike Raabe c 81 Fenris D Ice Ferret "Mech-Fast-Anti-Missile-Clan-Omni-Wolf Brian Dugan c 
10 Atlas AS7-K 'Mech-Slow-Anti-Missile-inner Sphere-Kurita Mike Raabe R 82 Fenris Prime Ice Ferret *Mech-Fast-Clan-Omni Brian Dugan c 
11 Awesome AWS-80 ‘Mech-Slow-Inner Sphere Doug Chaffee c 83 Ferro-Fibrous Armor Command-Enhancement Kelly Krantz c 
12 Awesome AWS-9M ‘Mech-Slow-Inner Sphere-Marik Doug Chaffee Cc 84 Firestarter FS9-H "Mech-Moderate-Jump-Inner Sphere Chris Moeller C 
13. Axman AXM-1N "Mech-Slow-Jump-Inner Sphere- Doug Chaffee R 85 Firestarter FS9-S "Mech-Moderate-Jump-Anti-Missile- Chris Moeller R 
Davion-Steiner Inner Sphere 
14 Banshee BNC-3E "Mech-Slow-Inner Sphere Kelly Krantz U 86 Flashman FLS-8K "Mech-Moderate-Inner Sphere-Anti-Missile Dave Seeley R 
15 Banshee BNC-5S "Mech-Slow-Inner Sphere-Davion-Steiner Kelly Krantz Cc 87 Flea FLE-17 "Mech-Moderate-Jump-Iinner Sphere- Kelly Krantz U 
16 Battalion Support Command Douglas Shuler U Wolf's Dragoons 
17 Bearer of Command-Pilot Mike Kimble R 88 Forged Mission Orders Mission David Ho Cc 
McKennsy Hammer 89 Galen Cox Command-Pilot-Unique Liz Danforth R 
18 Bjom Jorgensson Command-Pilot Douglas Shuler R 90 Gladiator A Executioner ‘Mech-Slow-Jump-Clan-Omni-Ghost Bear Doug Chaffee U 
19 Black Hawk A Nova Mech-Moderate-Jump-Anti-Missile- Clint Langley c 91 Gladiator B Executioner ‘Mech-Slow-Jump-Anti-Missile-Clan- Doug Chaffee R 
Clan-Omni Omni-Ghost Bear 
20 Black Hawk B Nova "Mech-Moderate-Jump-Clan-Omni Clint Langley Cc 92 Gladiator C Executioner "Mech-Slow-Jump-Clan-Omni-Ghost Bear Doug Chaffee U 
21 Black Hawk D Nova "Mech-Moderate-Jump-Clan-Omni Clint Langley c 93 Gladiator Prime Executioner ‘Mech-Slow-Jump-Clan-Omni Doug Chaffee c 
22 Black Hawk Prime Nova = ‘Mech-Moderate-Jump-Clan-Omni Clint Langley Cc 94 Good Shooting! Mission David Deitrick Cc 
23 Black Knight BL6-KNT Mech-Slow-Inner Sphere Charles Gillespie U 95 Grand Dragon DRG-5K "Mech-Moderate-Inner Sphere-Kurita Stuart Beel Cc 
24 Blackjack BJ2 Mech-Slow-Jump-Inner Sphere-Davion Tom Baxa c 96 Grasshopper GHR-5H ‘Mech-Slow-Jump-Iinner Sphere Sam Wood c 
25 Caesar CES-3R Mech-Slow-Inner Sphere-Davion-Steiner Randy Gallegos Cc 97 Gray Death Pilot Command-Pilot-Mercenary D. Alexander Gregory U 
26 Candace Liao Command-Unique Liz Danforth R 98 Grayson Death Carlyle Command-Unique Zina Saunders R 
27 ~©Cataphract CTF-3D ‘Mech-Slow-Jump-Inner Sphere-Liao Dave Seeley U 99 Guerrilla Support Command-Operation Alan Rabinowitz R 
28 Catapult CPLT-C3 Mech-Slow-Jump-Artillery- Charles Gillespie c 100 Guillotine GLT-5M "Mech-Slow-Jump-Inner Sphere-Marik Sam Wood R 
Inner Sphere-Liao 101 Hanse Davion “The Fox” Command-Unique Kevin McCann R 
29 Caught in Hangar Command Randy Asplund-Faith C 102 Hatamoto-Chi HTM-27T —‘Mech-Slow-inner Sphere-Kurita Tom Baxa U 
30 Centurion CN9-A "Mech-Slow-Inner Sphere Dave Seeley Cc 103 Hatchetman HCT-3F "Mech-Slow-Jump-inner Sphere-Davion-Steiner Charles Gillespie C 
31 Centurion CN9-D ‘Mech-Moderate-Inner Sphere Dave Seeley U 104 Hatchetman HCT-5S "Mech-Slow-Jump-inner Sphere-Davion-Steiner Charles Gillespie U 
32 Chaparral Missile Tank Command-Artillery Doug Chaffee U 105 Head Shot Mission Charles Gillespie U 
33 Charger CGR-1A1 ‘Mech-Moderate-Inner Sphere-Kurita Charles Gillespie U 106 Heavy Fog Mission Dylan Martin U 
34 Cicada CDA-2A ‘Mech-Fast-Inner Sphere Mike Jackson Cc 107 Heavy Industry Command-Resource Stuart Beel V 
35 Cicada CDA-3M ‘Mech-Fast-inner Sphere-Marik Mike Jackson c 108 Helicopter Support Command Kelly Krantz C 
36 Clint CLNT-2-3T ‘Mech-Moderate-Jump-Iinner Sphere Clint Langley U 109 Heroic Sacrifice Mission Joel Biske Cc 
37 Clint CLNT-2-3U ‘Mech-Moderate-Jump-inner Sphere-Liao Clint Langley U 110 Highlander HGN-732 "Mech-Slow-Jump-Iinner Sphere Charles Gillespie R 
38 Combat Engineers Command-Enhancement Pat Morrissey U 111 Holographic Decoy Command-Subterfuge Jim Nelson c 
39 Commando COM-2D ‘Mech-Moderate-Inner Sphere-Steiner Dave Seeley c 112 Hoplite HOP-4D "Mech-Slow-inner Sphere-Wolf's Dragoons Mike Raabe R 
40 Communications Blackout Command Romas Kukalis U 113 Homet HNT-171 "Mech-Moderate-Jump-inner Sphere- Mike Raabe U 
41 Communications Failure Mission Douglas Shuler R Wolf's Dragoons-Davion 
42 ComStar Bank Account Command-Resource Dylan Martin U 114 Hovertank Detachment Command Randy Asplund-Faith C 
43 Contract with Command-Mercenary-Unique Jeff Miracola R 115 Hunchback HBK-4G "Mech-Slow-Iinner Sphere David Deitrick c 
Gray Death Legion 116 Hussar HSR 200-D "Mech-Fast-Inner Sphere Tom Wanerstrand U 
44 Contract with Command-Mercenary-Unique Janine Johnston R 117 Imp IMP-3E "Mech-Slow-Inner Sphere-Wolf's Dragoons Randy Asplund-Faith U 
Wolf's Dragoons 118 Improvised Weapon Mission Stuart Beel U 
45 Coventry Metal Works Command-Resource Romas Kukalis Vv 119 Inexorable Advance Mission Charles Gillespie c 
46 Critical Hit Mission Mike Jackson c 120 Infantry Platoon Command-Enhancement Chris Trevas U 
47 Crockett CRK-5003-1 "Mech-Slow-Jump-Inner Sphere David Deitrick U 121 Inside Job Command-Subterfuge Douglas Shuler c 
48 Culling Command Mark Poole R 122 ISF Counterespionage Command D. Alexander Gregory R 
49 Cyclops CP11A "Mech-Slow-Iinner Sphere Mark Poole c 123 JagerMech JM6-DD "Mech-Slow-Inner Sphere-Davion-Kurita Randy Asplund-Faith C 
50 Daishi A Dire Wolf "Mech-Slow-Anti-Missile-Clan-Omni- Joel Biske R 124 JagerMech JM6-S "Mech-Slow-inner Sphere-Davion-Liao Randy Asplund-Faith C 
Smoke Jaguar 125 Jaime Wolf Command-Unique-Mercenary-Pilot Jeff Laubenstein R 
51 Dasher C Firemoth ‘Mech-Fast-Anti-Missile-Clan-Omni-Ghost Bear Kelly Krantz U 126 Javelin JVN-10N "Mech-Moderate-Jump-Inner Sphere JOCK c 
52 Dasher D Firemoth "Mech-Fast-Clan-Omni-Ghost Bear Kelly Krantz c 127 Jenner JR7-D "Mech-Fast-Jump-Inner Sphere-Kurita JOCK c 
53 Dasher Prime Firemoth ‘Mech-Fast-Clan-Omni Kelly Krantz c 128 Jump into Cover Mission Kelly Krantz U 
54 Death Commando Strike  Command-Subterfuge Mike Kimble R 129 Justin Xiang Allard Command-Unique Liz Danforth R 
55 Death From Above Mission Thomas Milliom U 130 Kai Allard-Liao Command-Unique-Pilot Liz Danforth R 
56 Dervish DV-6M ‘Mech-Moderate-Jump-Inner Sphere Charles Gillespie c 131 Kamikaze MechWarrior Command-Pilot Joel Biske U 
57 Dervish DV-7D "Mech-Moderate-Jump-inner Sphere-Davion Charles Gillespie c 132 Katana CRK5003-2 "Mech-Slow-Jump-inner Sphere-Kurita Alan Rabinowitz c 
58 DEST Pilot Command-Pilot Craig Hooper R 133 Kell Hound Pilot Command-Pilot-Mercenary Douglas Shuler U 
59 Dragon DRG-1N 'Mech-Moderate-Inner Sphere-Kurita Chris Moeller c 134 Koshi A Mist Lynx "Mech-Fast-Jump-Anti-Missile-AP-Clan-Omni Kevin McCann R 
60 Dragonfly A Viper ‘Mech-Fast-Jump-Clan-Omni-Ghost Bear Thomas Milliomn R 135 Koshi B Mist Lynx "Mech-Fast-Jump-Clan-Omni Kevin McCann Cc 
61 Dragonfly B Viper "Mech-Fast-Jump-Clan-Omni-Ghost Bear Thomas Milliom U 136 Koshi C Mist Lynx "Mech-Fast-Jump-Anti-Missile- Kevin McCann R 
62 Dragonfly C Viper "Mech-Fast-Jump-AP-Clan-Omni-Ghost Bear Thomas Milliom U ECM-Clan-Omni-Smoke Jaguar 
63 Dragonfly D Viper ‘Mech-Fast-Jump-Clan-Omni-Ghost Bear Thomas Milliom U 137 Koshi D Mist Lynx "Mech-Fast-Jump-Clan-Omni Kevin McCann U 
64 Dragonfly Prime Viper "Mech-Fast-Jump-Anti-Missile-Clan-Omni Thomas Milliorn uU 138 Koshi Prime Mist Lynx "Mech-Fast-Jump-Clan-Omni Kevin McCann Cc 
65 Dropship Site Command Chris Trevas U 139 Lance Commander Command-Pilot Mark Poole U 
66 Effective Groundwork Command Brice Parker U 140 Lancelot LNC25-01 "Mech-Moderate-Inner Sphere Randy Asplund-Faith R 
67 Elemental Point Command Stuart Beel U 141 Leap Before You Look Mission Mike Jackson U 
68 Elias Crichell Command-Unique Janine Johnston R 142 Leo Showers Command-Unique Mark Poole R 
69 Elite infantry Command-Enhancement Douglas Shuler R 143 Loki A Hellbringer "Mech-Moderate-NARC-Clan- Jeff Laubenstein U 
70 Elite MechWarrior Command-Pilot Joel Biske U Omni-Jade Falcon 
71 Enforcer ENF-4R ‘Mech-Slow-Jump-Inner Sphere-Davion Ron Spencer c 144 Loki B Hellbringer "Mech-Moderate-Clan-Omni-Jade Falcon Jeff Laubenstein U 
72 Enforcer ENF-5D "Mech-Moderate-Jump-Inner Sphere-Davion Ron Spencer c 145 Loki Prime Hellbringer ‘Mech-Moderate-Anti-Missile- Jeff Laubenstein U 
73 Evantha Fetladral Command-Unique Douglas Shuler R ECM-AP-Clan-Omni 
74 Expert "Mech Technicians © Command-Resource Doug Chaffee c 146 Long Range Command-Enhancement Christina Waid C 
Targeting System 
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: Visions, the first expansion 
eis) set for Mirage and the 10th 
-” expansion for Magic. Visions brings 
" Over 160 new cards to the world of 
Magic. This expansion has been designed by 
the same team that brought you Mirage. This 
should be a good indication of what to expect from 
Visions—great cards and art! Visions is sold in 15-card booster 
packs and 36 packs per box. Order today! 


This game is licensed from FASA’s 
popular war game. In the game, cards 
will represent individual BattleMechs, 
Stars (or points) of armored infantry, 


companies of regular infantry, strate- BATTLETECH 


gic locations, legendary individuals, Fax your order to: 518-238-0543 


etc. The set includes over 300 cards —__——— Mail to: The Magic Source : 
and is packaged in 60-card starter 342 N. Mohawk St., Cohoes, NY 12047, 

1), decks and 15-card booster packs. The card game will be set in the al calls or to. regeive our FREE fms 

years from 3050 to 3052, about the time of the introduction of 


the Clans. We are taking pre-orders for the unlimited set. 


We have Battletech limited edition singles avai 
This game combines me new c 


gy, rol and tons of 
cool game betwe y op 
ce * city to-efty attempting to uncover e . ath 
mysteries. esd we had an a. ' 
Se ae ne. Ou D SOURCE: Magic: The Gathering, Star 
‘ Wars, Legend ive Rings, Guardians, Middle-earth, 
| on Wn Collectible Shadowfist, OverPower, Gridiron Fantasy Football, Dragon 
to experi- ice, Rage (chase cards), Heresy: Kingdom Come, X-Files, 
Battletech. 


; aps . 
g! Resistance = 


“Visions is a trademark of Wizards of the Coast 
Battletech is a trademark of FASA Corporation. 
Dicemaster is a trademark of LCE. Star Trek: TNG 
CDG is a trademark of Five Rings. 


ini ee 


Borg and become 
part of the ultimate 
group today! 


On a 


To place an order call: 


1-800-2MAGIC6 


Card Games - Roleplaying Games: Anime 
100,000 cards in stock - Free catalog | 
Fast and free shipping* 


* Free shipping on factory sealed boxes over $50. 
* Fast shipping 2-3 days in most areas. 


—% 


ae 


b 
Ae 


LOG 


eX : 


— 


ast year in trading card games brought many interesting sto- 
omination of licensing; the rise of professional-tournament 
y; the smash success of Dragon Dice and consequent spawn- 
dable dice games; and, very pleasingly, remarkable popularity 
ellent Legend of the Five Rings, due to its publisher’s bold 
us promotion. 

ourse we will remember 1996 as the shakeout year. All the 
ockoffs died, surprise surprise, as did terrible get-rich-quick 
hough not before a few did, in fact, get rich. Unfortunately, 


good games went down as well (Battlelords, Galactic Empires, Kult), 
and others are dormant. The 
field has almost settled. If we 
leave aside recent releases, 
Magic, Star Wars, and Mid- 
dle-Earth: The Wizards rule. Highlander, L5R, Mythos, Netrunner, 
OverPower, Spellfire, Star Trek: TNG, Vampire, and a few others hold 
their own. Some games found other markets: in Christian bookstores 


Redemption is very strong, Dragon Storm reaches roleplayers, and Ani- 
Mayhem sells to anime fans. The rest? Well... 

Distributor apathy and retailer fear worsened the bloodbath. Says 
FPG’s Dave Gentzler: “It is almost impossible to convince retailers to 
take a chance on any new non-licensed card game.” Having ordered 
every card game in delirious quantities in 1994-95, some now turn down 
even prepaid, no-risk special orders. They sell only proven hits, a sure 
way to prevent future hits. 

Customers, too, stretch their wallets and patience a bit thinner with 
each new expansion. “There’s a Catch-22 with expansion sets,” explains 
Jose Garcia of Daedalus Entertainment (Shadowfist). “If you don’t pro- 
duce anything, people drift away, but if you produce an expansion, people 
have to pay $200 to $300 to complete the set. And you can't make expan- 
sions cheap to collect, because start-up costs on the foil [wrapping] are 
very considerable.” The irony is that nobody buys a booster for the foil. 


Garcia says the format of the future for small publishers may be stand- 
alone, fixed-deck expansions, like the 
city decks for Mayfair's SimCity. 
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rcadia (White Wolf, Atlanta): The 
{final game in the trilogy The Lion's Den 
is scheduled for May. White Wolf was 
to decide in January whether to keep 
supporting its card games. <wwolfmail@ white- 
wolf.com>; Web: <www.white-wolf.com> 


© Dark Age (FPG, Pittsburgh): FPG is 
sponsoring four-week in-store leagues around 
the country. The Brood, a stand-alone sequel 
game compatible with Feudal Lords, is sched- 
uled for March. Designed by Dave Gentzler 
and Luke Peterschmidt, with art direction and 
world design by Brom, Brood sells in starters 
for $12.95 (including dice), and boosters for 
$2.50. Late May brings Hive Invasion, a 150- 
card expansion for both Feudal Lords and 
Brood. Sold in 15-card boosters ($2.95), “it will 
allow players to mix cards from the two games 
within one deck and will also contain a new 
human faction (Goths), a new type of Brood 
creature, and lots of surprises,” says Gentzler. 
The Dark Age RPG is due this summer. FPG 
has circulated an important rule accidentally 
omitted from the Dark Age rulebook: No 
player may attack during the first three turns. 
<{pgqna @ aol.com> 


® Dragon Storm (Black Dragon Press, 
Flint, MI): Developer Mark Harmon says 
1996 was “a surprisingly good year that 
exceeded our expectations.” Black Dragon 
plans three 32-page supplements (Book of 
Valarians, Haskalad Kingdom, City of the Dead) 
for monthly release in March through 

May ($8.95 each), and a summer expansion 
called Plague Lands. <necros@ tir.com>; 
<www.dragonstorm.com> 


© Guardians (FPG): FPG plans a new 
expansion, as yet unnamed but “with an aquatic 
theme,” later this year. <fpgqna@ aol.com> 


© Legend of the Five Rings (Five Rings 
Publishing Group, Bellevue, WA): Crimson & 
Jade, a 150-card expansion sold in boosters 
only, is scheduled for April. <ISr@ frpg.com> 


by Allen Varney <APVarney@aol.com> 
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© Middle-earth: The Wizards (Iron 
Crown Enterprises, Charlottesville, VA): 
Player's guides for The Dragons and Dark 
Minions should be out about now. The Lid- 
/&s Eye, a stand-alone compatible game 
(350+ cards) by Coleman Charlton and 
Mike Reynolds, appears by May. Players 
become dark lieutenants of Sauron and 
fight the Free Peoples. Format will proba- 
bly be identical to the basic game (76-card 
starters with one of five fixed sets, $9.95; 
15-card boosters, $2.95). ICE plans a 120- 
to 150-card expansion for Eye. Beyond that 
lies The White Hand, covering Saruman’s 
forces. The invitation-only world champi- 
onship takes place February 7-9 in Oxford, 
England. <askice@aol.com> 

® Mythos (Chaosium, Albany, CA): 

A booster series, Mythos Now, is scheduled 
for May, as is a player’s guide. Chaosium 
decided not to pursue the DOOM license 
(see issue #14); instead, it plans a licensed 
Elric! card game for this fall. 

<mythosccg @ aol.com> 


® Redemption (Cactus Games, 
Tempe, AZ): The Redemption: City of 
Bondage boardgame, for one to four play- 
ers, ages eight and up, appeared for Christ- 
mas ($24.95). “Heroes from the Bible 
explore an ancient city and search for Lost 
Souls being held prisoner, battle Evil char- 
acters, and rescue the Lost Souls they hold 
prisoner,” says Cactus’s Rob Anderson. The 
next trading-card expansion is Women of 
the Bible. <cactusrob @ aol.com> 


© Spellfire (TSR, Lake Geneva, WI): 
Sales director John Danovich reported in 
November (shortly before his departure 
from TSR) “very pleasing sales—millions 
and millions and millions of cards” for 
Spellfire and its 16 expansions, more 
expansions than any other card game. A 
second Reference Guide shipped in Novem- 
ber; its 400-plus pages “don’t even begin to 
cover all the cards,” Danovich said. This 
year brings a third guide and three new 
booster series, beginning with Dungeon, 
which adds dungeon crawls to the basic 
game. Designed by Dori Hein, Dungeon 
has the usual 100 base cards and 25 chase 
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cards (12-card boosters, $2.50). TSR plans 
a Super Dice game based on Marvel 
Comics characters. <tsrinc@ aol.com> 


© Star Trek: The Card Game 
(SkyBox, New York City): Alien Encoun- 
ters, a March expansion covering the sec- 
ond half of the classic show’s second 
season, introduces a new card type, the ally. 
<fsnetrep @ aol.com> 


© Star Trek: The Next Generation 
(Decipher, Norfolk, VA): Decipher has 
renewed its Next Generation license with 
Paramount through the year 2000, and has 
also secured rights to expansions based on 


previews _ 


(Last Unicorn Games, Har- 
risburg, PA/Five Rings Publishing): 
Based on Frank Herbert's best-sell- 
ing science fiction novels, Dune is 
designed by the Last Unicorn team 
(Heresy: Kingdom Come) and pub- 
lished by Five Rings. Set before the 
first book in the series, Dune casts 
each player as ruler of a House of the 
Landsraad. Players bid for commodi- 
ties such as the all-important geri- 
atric spice, melange. Rules emphasize 
intrigue over combat, and different 
scenarios have unique victory condi- 
tions. The cards use paintings, not 
stills from the unfortunate 1984 film. 
Originally announced for April, 
Dune is now planned for June 
release. The first three expansions, 
published quarterly, feature the Fre- 
men, Guild spacers, and the Bene 
Gesserit. 


(FPG): In this non- 
collectable, arena-style miniatures/ 
card game, players are gladiators 
fighting for survival in a harsh fan- 
tasy world. Movement and combat 
are regulated entirely by cards held 
by the players, so both luck and skill 
play an important part in victory. 
Designed by Dave Gentzler and 
Jason Altland, Deathblow! ships in 
April ($19.95) with 200 cards, board, 
counters, and four characters: 
Swordsman, Elemental Mage, Bog 
Troll, and Minotaur. Quarterly 
expansions are planned with new 
cards and characters. 


the companion Star Trek series Deep Space 
9 and Voyager, as well as the recent Trek 
movie First Contact. Decipher’s schedule 
remains firm through Holodeck Adventures 
this spring, but at press time later sets, for- 
mats, and dates were still being planned. 
We may see a First Contact expansion soon. 
<DCustServe @ decipher.com>; Web: 
<www.decipher.com> 

© Star Wars Customizable Card 
Game (Decipher): A 162-card set based 
largely on Dagobah, the swamp planet seen 
in the middle section of The Empire Strikes 
Back, is planned for February; the title was 
still uncertain at press time (what, not 
Dagobah?). It introduces rules for Jedi tests, 
asteroids, and more. 


© Tank Commander (Moments in 
History, Hattingen, Germany): The East- 
ern Front edition of this World War Il-era 
trading card game, designed by John 
Desch and Ulrich Blennemann, appeared 
last year from war game publisher MIH 
(Triumphant Fox, Piercing the Reich). For 
March the company plans a North Africa 
expansion of 150 to 200 cards (three rari- 
ties), sold in 60-card decks ($9.95). The set 
depicts American, British, Free French, 
Vichy French, German, and Italian tanks 
and equipment. <mihsupport@ aol.com> 


© X-Files (NXT Games/US Playing 
Cards, Cincinnati, OH): Edition Two of 
the basic game was planned for late 
December, and a third limited print run of 
80 million cards (with 20 new rare cards 
and 10 new ultra-rares) should appear in 
late March. That set has a revised rulebook 
with new agent types and site resources, 
and new keywords like Artifact. A still- 
untitled expansion, covering the show’s 
third season, will also be released then. 
Designed by Ron Kent, Andy Graumann, 
and Duncan Macdonell, the set has about 
125 cards (four rarities) in 15-card boosters 
($2.95). NXT’s Duncan Macdonell says 
the company is “pursuing a strong strategic 
partner for Red Zone [the company’s foot- 
ball card game, formerly published by 
Donruss] for August release.” 
<nxtgames @ aol.com>; Web: <www.nxtgames.com> 
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(Two players sit at a chessboard. Beside the board sits 
a deck of Knightmare Chess, the non-trading card 
game from Steve Jackson Games. Each player holds a 
hand of five cards.) 


Pawn to king four. 

Black: Nowadays chess players just say “e4.” I 
respond with “eS.” 

Hey, I haven't played chess since junior high. 
(Moves king bishop.) 'm rated as America’s 
worst single player, you know. 

B: Then get married. Me, I love chess. (Moves 
queen knight.) And now I'll play Holy War, 
which lets me swap one of my knights with 
one of my bishops, like so. (Plays card from 
her hand, transposes two pieces.) And I draw to 
replace it. 

/: Okay. So on any move, I can play one card, 
right? 

B: Right, as long as the card doesn't directly 
cause checkmate or the capture of a king. 
Nice-looking cards, aren’t they? 

V: Beautiful dark artwork with a European 
look. 

B: It’s from the original version of this game, 
Tempete sur I’Echiquier, published in France 
about ten years back. 

w: Mmn, okay: I play Blessing to move one of 
my pawns like a bishop. King pawn to, uh, 
d5. And I draw. 

B: Threatening my bishop? I play Breakthrough 
to let my queen-pawn capture with a forward 
move. Pawn takes pawn, and now your 
bishop's in trouble. 

W: Yeah, for now. Watch me work.... 


(The game proceeds. Fortification erects an impene- 
trable two-square wall near the board's right edge, 
and Forbidden City makes b6 off-limits to all pieces. 
White uses Crusade to move his bishop twice in a 
row and take Black's queen, but Black 
protects it with Riposte, 
which takes White's bishop 
instead. White finally gets the 
black queen with his rook, 
using Bombard to leap over an 
intervening pawn on the same 
file. Earthquake turns the board 
ninety degrees and thereby pro- 
motes a pawn on each side.) 


Messing 


N: What’s this number here on the corner 
each card? 

B: That's the card’s point value. In the game: 
suggested format, we each play using ow 
own custom 150-point deck made from thx 
set’s eighty cards. 

W: But we're both drawing from the same deck 
Don't you like the regular way? 

B: Well, it offers some interesting strategy. I’ 
played against a Check Denial deck that let 
the opponent's king escape most dangers ani 
a Control deck that messed with the way ny 
pieces moved. Trouble is, every card’s usefil- 
ness varies wildly with your situation. Some 
times one low-point card can be worth mor 
than a hand of high-value cards. 

W: Well, that’s true of nearly every card game. 

B: Except in most custom-deck card games 
you're not playing just one card a turn. Als 
some point ratings don’t make sense. Cathe 
dral here costs you 7 points to swap the pos: 
tions of your rook and your bishop 
Anathema swaps your opponent’s rook ani 
knight, but only costs 5 points. 

W: That’s screwy. 

B: Likewise with the “two moves in a row 
cards. I like both players drawing from ont 
common deck. That’s the way the French 
original worked. 

W: Cool. I don’t much like chess, but I’m having 
big fun. 

B: Really? Glad to hear it. Checkmate! 

W: Errr.... I play Hidden Passage to move my 
king waaaay over here. 

B: Fine. Be that way. (After three more moves) 

Checkmate again. 

N: Denied! Under Elf Hill lets me take him of 
the board for a turn and bring him back o 
any vacant square. 

B: I see you're getting the hang of this. (Tw 

more moves.) Checkmate. again! 

N: Not yet. Fireball. My last pawn explodes an‘ 
takes out the eight pieces around it. 

B; Arrrgh! That’s stalemate. To 
many of my Knightmar 
Chess games seem to end in 

stalemate. 

Yeah, but we had a terrific 
time getting there. Let’s play 
again! 
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Building a Better Mousetrap 


he laws of both capitalism and the jungle dictate that only the strong 


survive, and only the most adaptable of the strong prosper. These laws are 


only just starting to assert themselves in the TCG market, however. Over 


the past year, walking softly and carrying a big stick has not been as short- 


term efficient as shouting loudly and swinging wildly. For a short but painful period, it 


seemed that the market would bear anything at all, so long as the product drew a great 


deal of attention to itself through aggressive ad campaigns or was based on a license 


of a highly visible property. In this envi- 
ronment of loud self-aggrandizement and 
deep-pocketed media blitzes, Legend of 
the Five Rings remains one of the 
industry’s best-kept secrets. 


LoSR is successful quite simply because 
its parent company follows the old story- 
teller’s maxim “Show, don’t tell.” The 
Five Rings Publishing Group took an 
excellent, engaging game and built inter- 
est in it on a grassroots, face-to-face basis 
among distributors, retailers, and players. 
Instead of spending big money on media 
advertising, they have done literally a 
thousand demos at trade shows, cons, 
and tournaments. They gave away more 
than 10,000 starter decks at GenCon ’96 
alone, in a bold effort to get some word 
of mouth going, leaving it up to gamers 
whether that word would be good or 
bad. The Lo5R demo teams even travel 
to individual retailers to generate interest 
in the game. It’s an exhausting way of 
doing things—time, staff, and labor 
intensive—and it’s such old-school, roll- 
that it’s 


up-your-sleeves capitalism 
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almost old-fashioned. It’s also working. 

Check these facts: Five Rings Publish- 
ing Group’s total marketing budget to 
date (including print ads, posters, and 
trade shows) is less than a quarter of 
what most major companies spend on 
promoting flagship games, and Lo5SR did 
not run any magazine ads for any of its 
expansion sets during the last half of 96. 
Despite all this, LoSR was consistently 
among Comic Retailer's top fifteen best- 
selling games throughout 1996, and 
recently won “Best Game” in Sprig’s 
CCG Warehouse's Reader Survey. FRPG 
has moved over 36 million cards, worth 
$5.5 million, in the past year alone. 

In the wake of this year’s fourth-quar- 
ter shakeout (see “Reports on Trading Card 
Games: Eat or Be Eaten” in Duelist #13), 
an encouraging pattern has emerged: 
good games, backed by companies with 
vision, have survived, while speculative 
investments masquerading as games have 
withered on the vine. Prospective en- 
trants into the market would do well to 
study this development. 


The Saga of Rokugan 
The first remarkable thing about Lo5R 
is the story, and how integrated the nar- 
rative is with both game play and the 


Legend of the Five Rings 


Best game you never heard Of > wy scott McGough 


release of expansion sets. As Magic has 
Dominaria, Mythos has Lovecraft’s 
Dreamlands and other fantastic locales, 
and Middle-earth has, well, Middle- 
earth, LoSR has Rokugan. Patterned 
after 15th-century feudal Japan, Roku- 
gan is a fictional land ruled by an ailing 
emperor with no surviving heirs. As he 
lies dying in the Imperial Palace, the 
most powerful clans sworn to his service 
begin to position themselves to claim the 
throne. The empire quickly dissolves 
without its strong leader firmly in place, 
first into factions, and then into full- 
fledged clan warfare for succession. A 
local game of Lo5R ends when one 
player has either eliminated all oppo- 
nents’ bases of operations through com- 
bat, or gains enough honor or wisdom to 
claim the throne outright. 

LoS5R is designed to play itself out like 
an old-fashioned serial: the basic set 
establishes the status quo, and each 
expansion adds new twists to the plot 
reach the final resolution. 
Instead of limiting the game (and gamers 
enjoyment), this clear development of 


until we 


characters and circumstances, along with 
the episodic nature of each expansion, 
adds a great deal of depth to each local 
game. The best stories (The Lord of the 
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Rings, Star Wars) all have a beginning, 
middle, and end, and FRPG realized 
early on that if you don’t have a great 
story to base a game on, you have to write 
one. .and trust the gamers to explore it. 

For example, the Emerald Edition 
(Basic Set) establishes the Clan personal- 
ities, their leaders and champions, their 
strengths and weaknesses. Players choose 
their Clans and design their decks 
according to which style of play suits 
them: aggressive, combat-oriented play- 
ers will lean toward the Lion or Dragon 
Clans; subtler, more devious players will 
want to amass a winning honor tally 
through the politically astute Crane 
Clan; and the Phoenix are adept at the 
magic of the Five Elements, mastery of 
which can also earn a victory. The Emer- 
ald Edition rulebook includes a backstory 
essay that outlines the Emperor's condi- 
tion, along with the position, duties, and 
personalities of each Clan. Players take it 
from there. 

Shadowlands, the first expansion to the 
game, brings two new Clans into the mix 
and radically changes the personality of 
several of the existing Clans. For exam- 
ple, the Crab, stalwart guardians of the 
dreadful border between Rokugan and 
the outlying Shadowlands, abandon their 
duty in order to form an alliance with the 
dark forces they once fought to contain. 
This betrayal is one of the omens that 
awakens the Naga, a Clan of half-ser- 
pent, half-human warriors with unique 
abilities and a strong connection to 
magic. Also introduced is the self-delud- 
ing and vengeful Scorpion Clan, who 
make up for their small numbers and rel- 
ative martial weakness with the use of 
Ninjas, poison, and a covert intimate 
who exerts her influence from within the 
palace. The second expansion, Forbidden 
Knowledge, brings on the near-desolation 
of the proud Cranes and the introduction 
of vastly more powerful spells from the 
legendary Black Scrolls. Players are able 
to use nearly any combination of Clans, 
personalities, and spells from any of the 
existing expansions, making each individ- 
ual bid for the Emerald Throne an unpre- 
dictable subchapter in the overall saga. 
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Personalities and Holdings 

In addition to a fine game, the other 
indispensable element in FRPG’s for- 
mula is the company’s organization itself. 
Originally, LoSR was a joint collabora- 
tion between Southern California’s Iso- 
media and the Alderac Entertainment 
Group. AEG handled the game design 
and Isomedia handled the business end; 
on October 21, 1995, the Imperial Edi- 
tion of the game went on sale. After a 
profitable but slow-paced beginning 


(understandable, given their nonstandard 
marketing plan), Isomedia/AEG opened 
up the venture to outside investors. With 
42% of the project now owned by these 
new partners, the entity rechristened 
itself the Five Rings Publishing Group 
and rereleased the basic set as the Emer- 
ald Edition. Forbidden Knowledge fol- 
lowed mere months later, and The Battle 
of Beiden Pass—a two-deck, basic-train- 
ing product designed to get new players 
up and running quickly—came two 
months after that. To date, 75% of the 
cards that were printed have been sold. 
Such a serendipitous and successful com- 
bination of game designers and entrepre- 
neurs hasn't been seen since the early 
days of WotC itself. 

While FRPG’s strategy for the rest of 
the game’s release schedule and narrative 
is already planned and scrupulously 
guarded, the company has also main- 
tained a surprising degree of flexibility. 
Though its marketing strategy of leg- 
work is fairly retro for the ’90s, it has an 
extensive website <www.frpg.com> and 
listserver domain on the Internet to tar- 
get all the regions it can’t cover in person. 


The company has also been especially 
shrewd in developing its own licensed 
products, including a TCG based on 
Frank Herbert’s Dune; a humorous card 
game called Disorder in the Court, set in 
the hallowed Halls of Justice; and a col- 
lectable dice game based on Star Trek: 
First Contact, featuring high-octane, 
ship-to-ship combat between the Feder- 
ation and the Borg. 


The Honor Victory 

The game and the story of Lo5R will 
continue through 1997 Joining the just- 
released Anvil of Despair will be Crimson 
Jade in March and Time of the Void in 
June. Info on Jade and Void is scarce, but 
we do know that in Anvil, the situation 
in Rokugan worsens even further. The 
Phoenix Clan begins to realize the price 
they must pay for studying the Black 
Scrolls, the Unicorns stand alone in their 
defense of the beleaguered peasantry, and 
a decidedly sinister figure emerges, 
impossibly, at the heart of the Emerald 
Palace itself. 

While the war for the Emerald 
Throne comes to a definite conclusion at 
GenCon ’97 with the release of Time of 
the Void, FRPG has plans to begin an 
organized play/tournament structure that 
will allow those gamers who have 
invested time, energy, and money to seek 
fame, fortune, and honor by exhibiting 
the skills they've mastered. FRPG also 
plans to explore the history of Rokugan 
before the struggle for ascension began. 
This “prequel” TCG will feature earlier, 
less experienced versions of key personal- 
ities, as well as new people, places, and 
spells that either don’t exist or are only 
hinted at in the main Lo5R story line. 

With its finger on the pulse of the 
gaming audience that it created, FRPG 
has walked one step at a time from con- 
cept to execution to dynamic and respon- 


sive evolution. By doing business from 
the ground up, in a logical and organic 
sequence, at its own pace and in its own 
way, FRPG has more than proven itself 
among industry peers. The “best-kept 
secret” is out; watch this game, and this 
company, for bigger things to come. & 
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ust in time for winter, Decipher 
released its second expansion set 
for the Star Wars Customizable 
Card Game. As I sit here, occa- 
sionally gazing out my window 
at the first snow of the season, 
my desk is covered with cards 
depicting the Arctic-like wastes 
of the ice planet Hoth, the subject of this 
new expansion set. 

For those who might not be familiar 
with the basic game, Star Wars pits two 
players against each other as the two 
sides of the Force: Light versus Dark, 
Rebel Alliance versus Empire. Each 
player brings into play locations from the 
movies—worlds and _ ground-based 
sites—then deploys starships, vehicles, 
characters, and equipment to control 
those locations, in an attempt to drain 
the opponent of Force. That Force is rep- 
resented by each player’s deck, and the 
first player to run out of cards loses the 
game. Because a player's forces can move 
from locale to locale during a turn, and 
because individual characters can be tar- 
geted by weapon fire, the game has a sur- 
prisingly tactical feel, in addition to the 
strategic nature of card play. 


What's New 
The Hoth expansion does more than 
merely add new cards to the Star 
Wars mix. It also expands the rules 
of game play considerably. As with 
the previous expansion (4 New 
Hope), each PoP (point-of- 
purchase display box) of 
Hoth cards comes with a 
supplemental rules sheet 
detailing additions to 
» and revisions of the 
original game rules. 
One of the most signifi- 
cant changes to the game 


rules is that cards 

representing exterior locations on 
a world can no longer be intermixed with 
those for interior locations. Any exterior 
sites brought into play are now deployed 
together in a line next to the world itself, 
followed by a docking bay location (if 
any), with any interior sites then 
deployed on the opposite side of that 
docking bay. The intent of this rules 
change is to prevent the illogical juxtapo- 
sition of interiors with wastelands, jun- 
gles, and the like. Furthermore, the 
exterior sites for the world of Hoth are 
numbered—first “marker” through sixth 
“marker”—to be lined up in that order 
once played. The first marker is the 
Rebels’ shield generator, which prevents 
the Imperial player from deploying vehi- 
cles and characters inside the Rebel 
defenses. This shield extends to the third 
marker, the Hoth Defensive Perimeter. 
Until and unless the shield is brought 
down (an Epic Event card), Imperial 
forces can infiltrate the protected region 
only by land assault (as in the movie). For 
this reason, when the shield generator is 
deployed, the Rebel player must have 
marker four, five, or six already in play, or 
must immediately deploy marker four 
(searching through the reserve deck if 
necessary). 

In connection with this new separation 
of exterior and interior sites, vehicles are 
now prohibited from moving to interiors. 
In the original rules, they were considered 
to be parked outside such sites, having no 
effect on any battle there. Now, however, 
characters using vehicles must leave them 
behind if they wish to enter the interior 


: ite Gathering’ 


INVAG | 


back design 
iz 


INAS Ic 


back design 


AAAS Ic 


These and other austin 
t-shirts are available at a 
Magic: The Gathering® 
retailer nearest you. 


~~. 


) 
i 
i) 


side of a world’s line of sites. This can 
make for a long walk, on occasion. 

Nor is that the only change to the 
vehicle rules from the basic game. There 
are numerous others. Characters can now 
remain aboard a vehicle after the move- 
ment phase of a player's turn, where they 
are protected from many events, but are 
susceptible to being lost with the vehicle 
itself if it is destroyed. At least that is the 
case with “enclosed” vehicles (a new dis- 
tinction in the game); an open vehicle 
leaves its occupants exposed to such 
events, but also allows them all to use 
their abilities and weapons at the vehi- 
cle’s current site. Some new 
vehicles are classified as 
combat vehicles, a new type, 
which are those specialized 
for battle. Given that 
snowspeeders, AT-ATs, and 
AT-STs are so significant to 
the battle for Hoth, it 
should come as no surprise 
that they feature promi- 
nently in this collection of 
cards, and that they call for 
a new type of character as 
well, the “gunner.” 
(Strangely enough, however, 
while the rules explain that gunner char- 
acters can enhance both starfighter and 
combat vehicle weapon use, the gunner 
cards themselves note only their use in 
starfighters.) Vehicles can now be 
crashed, as well. And starfighters can 
now land and take off at exterior sites, 
allowing the use of a new breed of 
starfighter weapons (such as the Surface 
Defense Cannon). Finally, starfighters 
can be deployed not only in orbit around 
a world itself, but alternatively at docking 
bays or in capital starships. There are a 
few other niceties, involving embarking 
and debarking of characters aboard vehi- 
cles, designated drivers and passengers, 
escape from crashed vehicles, and the 
like, but the primary rules additions and 
changes for vehicles have been men- 
tioned here. 

Other rules changes and additions 
include the concept of missing characters 
and searches for them, underground sites 
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and collapsed ones, artillery weapons, 
and the placement of mine fields by min- 
ing droids (potentially involving a bit of 
bluff by the acting player). Also, with the 
addition of many more items of equip- 
ment to the Star Wars card mix, charac- 
ters, vehicles, and starfighters are no 
longer limited to carrying only one 
weapon and one device, but can now 
carry an unlimited number of each, 
although they can use only one of each at 
a time. What’s more, the backpack card 
even allows the breaking of this rule, so 
that a character can use more than one 
weapon and/or item at a time. 


n all, the new rules are written clearly 
and engagingly, designed to represent 
well the movie battle at Hoth. 


Finally, there are rules for the play of 
older, wiser versions of the main charac- 
ters. A player might deploy a Luke Sky- 
walker card early in a game, for instance, 
then replace that card with a Comman- 
der Luke Skywalker later in the game. As 
is generally the case in the Star Wars 
CCG, this involves a trade-off of one set 
of abilities for another, so that, for exam- 
ple, while the Commander version has a 
higher power rating than the original, it 
can be deployed only at a Hoth location. 


The Analysis 

In all, the new rules make a lot of sense. 
That is to say, not only are they written 
clearly and engagingly but also they seem 
natural adaptations of the original rules, 
designed to represent well the movie bat- 
tle at Hoth. Of course, they also make 
the game more detailed and complex. 
New players are advised to begin with 
the basic game, adding the expansion 


a , 


rules later, after having absorbed the 
original rules. 

One problem with the Hoth rules (as 
with the rules for expansion one, A New 
Hope) is that there is only one copy to a 
PoP. Considering how significant the 
additions and changes are, it is important 
that every player using these cards have 
access to those rules. Fortunately, Deci- 
pher makes them available on the Inter- 
net. Still, the game desperately needs a 
consolidated rulebook, something with 
reasonably sized type, and with all the 
expansions and changes incorporated. 
According to the introduction of the 
Hoth rules sheet, prepara- 
tion of such a book is well 
underway. 

Two other complaints 
commonly heard about the 
game are that there are so 
many rare cards that the 
collector has a difficult time 
getting them, and that the 
main characters from the 
movies are all rare. Both 
remain true with the Hoth 
expansion. In the PoP I 
sampled, there were 127 of 
the set’s 162 cards, and not 
one was a main character. It’s not how] 
would design a game. But as should be 
evident from above, I have to admit that 
it’s still fun. 

If you have been hesitant about trying 
the Star Wars CCG, I recommend that 
you give it a try. The mass-market ver- 
sion, with its two standardized decks, is a 
good place to start. Then, when you've 
got that under your belt, pick up some 
Hoth expansion cards. They definitely 
add play value to an already satisfying 
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Lester Smith was twenty-one years old when 
the original Star Wars movie first hit the big 
screen. It seemed to him a landmark in his life, 
a justification of a boyhood spent in science-fic- 
tion books, and offered hope of exciting things 
to come. Now, twenty years later, he designs 
games and writes for a living, and plays the 
Star Wars roleplaying game on a weekly basis. 
Ask him about his Jedi Knight sometime. 
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order for shipping and handling. 
Allow 3-6 weeks for delivery. See 
page 35 of The Duelist #10 for 
more shirt designs. 


Signature Series IV 


Adult M,L, XL ...$17.50 US 
Adult XXL ...... $19.50 US 
Adult XXXL 


Elven Lieutenant by Doug schuler, Background art by Chris Rush 


eo 

Jewel Thief Lord of the Five Seas | an } 

by Dan Frazier by Jeff Menges 7 
D-46 0-47 


7474 Edmonds Street ¢ Burnaby, B.C. Canada V3N IB2 
Website: http://www.mishra.com ¢Email: mishra@intergate.bc.ca 


Steve Jackson Games 


Austin, TX 
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ino Hunt! is as warm-blooded 
and fast-paced as its saurian stars. 
In the new children’s adventure 
from Steve Jackson Games, you're 
a hunter who travels back in time, 
catches dinos, and brings them to 
the present. After that. 
ask Jurassic 
Park's Michael Crichton 
what he'd do with them. 

Simple to learn, Dino 
Hunt! is a two-to-six-person, 
single-deck game (players use 
the same deck) that empha- 
sizes fun and education. Mov- 
ing your rubber dinosaur marker 
back and forth along a prehistoric 
time track, you hunt dinosaurs in QUETZ4, 
various eras. When you capture a 
dinosaur—determined by a die 
roll—you gain a number of points indicated on 
that dinosaur’s card. You expend your time 
machine’s energy as you hunt; when you've 
expended ten points or when you get a bad die 
roll, your turn’s over. After all the dinosaurs are 
captured or discarded (killed or escaped), the 
highest score wins. Special cards (Experts, 
Extinctions, Malfunctions, energy-powered 
Gadgets, etc.) add variety to the game, allowing 
you to short-circuit an opponent’s power cells, 
recharge your own with a radioactive deposit, 
even “chronojack” hijack a dinosaur in transit to 
the future. While the box claims Dino Hunt! is 
for up to four players, you can expand that num- 
ber by buying additional dinosaur markers or by 
making some of your own. 

Like some of its more evolutionarily success- 
ful subjects, the game is adaptable: on the back 
of its energy tracks (cards where you track your 
energy points), it includes solitaire rules and a 
simple two-player game variant. In a market 
brimming with multiplayer games, it’s nice to 
find a printed acknowledgment that sometimes 
you just like to hunt alone. Plus, the solitaire 
game plays well, as does the two-player “Dino 
War” variant. There, your dinosaurs attempt to 
capture your opponent's (or, if they're carnivores, 
eat them). You split the deck and play your top 
cards simultaneously, comparing the scores 
printed on the cards. The card with the higher 
score wins, and you add both 
dinosaurs to the bottom of your 
deck; if the winner is a carnivore, it 
eats the other dinosaur and you 
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discard the “eaten” card. You win when you cap- 
ture all your opponent's cards that haven't been 
discarded. 

The real treats here are the cards themselves, 
however. Steve Jackson's dino fanaticism really 
soars as he presents colorful, scientifically accu- 
rate illustrations of Archaeopteryx, 
Pterodaustro, Rhamphorhynchus, 
Quetzalcoatlus, Pteranodon, and 
114 others on attractive black, 


oversized cards. A few errors exist, 
but errata notes and paleontologi- 
cal updates are available at SJG’s 
website. 

Tongue-tied by the 
strange names? Each card 
lists the pronunciation and 

meaning of the dino’s name, 
plus its size, weight, former 
names, known habitats, diet, 

habits, history, and so forth, all 
fact-checked by dino experts and approved by 
the Dinosaur Society. Did you know, for 
instance, that the modern crocodile’s Late Creta- 
ceous forebear, Deinosuchus, reached fifty feet in 
length and that its skull alone measured seven 
feet (it could fit Michael Jordan inside its 
snout!)? If you're a dino fan, you probably know 
that Jurassic Park’s raptor was too big, too smart, 
and too fast, but did you know that because of its 
terrifying branching horns and bony skull the 
herbivore Stygimoloch (a Montana native) was 
named after the Greek mythological river Styx 
and the pagan demon-god Moloch? And the 
Stygimoloch isn’t even the newest of them. 
According to Scott Haring, managing editor at 
SJG, scientists discover a new species of dinosaur 
every seven weeks. That’s a lot of booster-pack 
material. The fixed deck in the basic box is sup- 
plemented by 121 booster cards, ten of which are 
ultra-rare, gold-foil “chase” cards. Depending on 
sales, Steve Jackson plans a new edition of the 
dinosaur cards every year, with new art and 
updated information—maybe even an “Ice Age” 
supplement (name to be changed, for you Magic 
fans), complete with sabertooth tigers and woolly 
mammoths. 

So who’s this game for? Families with dino 
nuts ages eight and up, kids who memorize 
twelve-syllable dinosaur names, teachers, collec- 
tors, Jurassic Park fans (the sequel’s coming out 
soon, you know), and paleontologists tak- 
ing a break from dusty fossils. 

This dino can hunt! 


JULY 17-20, 1997 
COLUMBUS, OHIO 
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hen those upstairs 
types brought down 
the strange, glowing 
package and dropped it on my 
desk, 1 knew that it would shake 
things up around here; most 
things don’t glow unless they’re 
very exciting or very unstable. 
When I saw that the package contained a 
copy of New World Computing’s latest, 
Heroes of Might and Magic II, I put 
away my Geiger counter. Since the first 
Heroes was easily one of the best strategy 
games of 1995, and the prerelease 
buzz about the sequel was very 
promising, I figured that the glow 
was a mostly harmless side effect of 
so many gamers’ eager anticipation. I 
sent an aide upstairs to The Duelist 
couch to wake up our top agent, William. 

Maintaining his unflappable reputa- 
tion as our top dog, William did not 
seem fazed cither by the glow or by the 


reviewed by William Jockusch 
written by Mike Elliott 


anticipation that caused it. Once we 
made sure that he was in fact awake, his 
cool reaction to the game became even 
cooler; his initial impression was that the 
game was not significantly different from 
the original version. However, William 
also maintains a reputation for being 
thorough as well as tranquil, and after 
examining Heroes II more extensively, 
several features that were not at first 
apparent swayed his opinion dramati- 
cally (especially when you consider that if 
William reacts at all, it’s dramatic). 

The premise of the game is that you 
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Heroes of Might 
and Magic 


are a lord in a hostile land. You manage 
and expand your resources (hire heroes, 
build buildings, recruit creatures) and 
attempt to eliminate the oppos- 
ing lords (who have heroes, 
buildings, and creatures of their 
own) as quickly as possible. 
Network, modem, and Internet 
capabilities are available so multiplayers 
can form alliances with one another or 
dive headfirst into a wild free-for-all. 

Heroes II does not diverge from 
Heroes I as far as the basic game play 
goes, but the sequel does have some 
additional features that improve on the 
original design. For starters, there are 
two new additional hero classes—the 
Wizard and the Necromancer—to 
augment the existing classes of Bar- 
barian, Knight, Warlock, and Sor- 
ceress. The availability of monsters 
and recruitable troops has increased 
significantly, the range of spells has 
greatly expanded, and the roster of 
buildings has been extended and 
improved. One of the most interest- 
ing additions to Heroes II is the 
building upgrade, which allows you 
to improve the quality of particular troop 
types. Several of the buildings also allow 
you to pursue an economic strategy, at 
the expense of early growth. 

The strongest new feature is the addi- 
tion of heroes’ secondary skills. In the 
original game, Knights had high morale, 
Barbarians had improved movement 
skills, and so on. In Heroes II, secondary 
skills initially mimic the original hierar- 
chy, but with experience and through vis- 
its to Witches Huts, you can obtain the 
special abilities of any class. Combined 
with a new point-based spell- 
casting system, the accumula- 
tion of special skills makes for 
interesting character develop- 


ment and unpredictable game play. 

The game action is turn-based, so 
Heroes I1 is still not a strong multiplayer 
game, but it is an unusually interesting 
game to observe. The graphics have 
vastly improved over the original design, 
and the Al’s combat abilities seem to 
have improved slightly. The campaign 
scenario has greatly expanded, now cov- 
ering a range of ten scenarios of increas- 
ing difficulty, each of which can be 
played from the good or evil side. The 
advanced player will have to suffer 
through some relatively easy levels before 
reaching any sort of challenge, but 
beginning players will be able to put this 
facet to good use as a tutorial. The King 
of the Hill feature, which allowed you to 
change the computer opponents to allies 
in Heroes 1, was apparently removed 
from this version. This is also unfortu- 
nate for the advanced player since it 
allowed for higher difficulty games in 
some scenarios. 


Overall, the game earns high marks. 
The major negative point is the low level 
of intelligence of the Al (a major prob- 
lem with many computer games), but the 
higher diversity of creatures, locations, 
spells, and artifacts, combined with the 
improvements in graphics and combat 
dynamics, make this a strong choice for a 
player looking for a good single-player 
game. I don’t know how long our man 
William stayed up playing, but he stayed 
awake for hours chatting up the high 
points of the game. Perhaps he was 
affected by the glow after all. _ 

In this ongoing column, “the guys down- 
stairs” (on WotC’s Research & Development 
team) take a break from playing with cards 
to check out the latest computer games. 
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Open 7 days a week — Noon until 1 A.M. ¢ All major credit cards accepted 


We buy and sell single Magic cards 


Juzams and Moxes always in stock 


291 7th Avenue, 9th floor « New York, NY 10001-6009 


(800) 344-GAME 
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The Magic Card Compendium is a complete checklist and price guide for 
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SHANDALAR, THE MAGICAL new world 
by Sid Meier, is filled with evil wizards, 
mythical creatures, and strange land 
forms. Using the Deck Builder, create 
the arsenal you hope can save you in 
dueling encounters. Choose from the 
entire fleet of Fourth Edition cards, 

28 additional rare and out-of-print 
cards, and 12 which were specially 
created for the cd-rom game. In all, 
you have over 400 creatures, spells, 
and lands to choose from. Learn Magic 
for the first time, or condition your ex- 
pert skills while enjoying the detailed 
SVGA graphics in‘isometric views. 
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Mirage™ 
Alliances” 
Chronicles™ 

Ice Age™ 

Se 4th Edition™ 
3rd Edition 
Fallen Empires™ 
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: i DCI Sanctioned Tournaments 
: Ist Place $1,000.00 Cash 


March 15-Paris Pro Tour Qualifier 
April 19 
For more info call or check our web page! 
http://www.tradingcards.com 


Phone: 606-225-9410 


304 South Limestone St. ¢ Lexington, KY 40508 


(No CODs) 
Prices subject = 


to change 


e-mail: cardman@iglou.com 


Fax: 606-252-7145 
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Mirage”, Alliances”, Homelands", Chronicles™,(and all others) are trademarks of Wizards of the Coast, inc. Vampire: The Eternal 


Paul and Judy's 
COINS AND CARDS 
P.O. Box 409 Due 
Arthur, IL 61911 
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OX SET OR PACK 


Revised ™ Starter .........ssssssessssos eee Complete | $32.00 
Revised ™ Booster .......ssssssssesses $269.00 $309.00} $8.00 
Fourth Edition” Start/Boost ......CALL $259.00} CALL 
TIE Diaries sssstsototascrssissbercsotes $369.00 $149.00 $7.25 
Fallen Empires” A $59.00 $.89 
Ice Age™ Starter .. Complete $5.95 
Ice Age” Booster... $199.00 $2.15 
Chronicles” us $79.00 $1.95 
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VISIT OUR RETAIL STORE LOCATED AT: or tigaming@aol.com 
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98% OF OUR SINGLES AT BELOW LOW SCRYE 


No otner ongoing company 


beats our singles prices Pre-made decks $14.95. 


All singles are near mint or better. 
The Bad News , 1% P] ; 
We've made a lot of enemies in the last 2 years \ olume UjsCounfs-cal] bol pesf Prices. 
The Good News We sell supplies, deck protectors, dice and much more. 


It's our competitors 
Compare our price list to theirs 
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To receive J&M’s singles price lists, just call! 


Vie . 
Phone (714) 459-1014 Fax (714) 589-3235 A \ . J iemans 
J&M Enterprises  emapahapet lapel 
29 Via Pausa, Rancho Santa Margarita, CA 92688 We accept Visa/Mastercard and money orders 


Wizards of the Coast*, Magic:The Gathering" Mirage”, Alliances”, Homelands”, Chronicles™,(and all others) are trademarks of Wizards of the Coast, Inc, Vampire: The Eternal Struggle” is a trademark of Wizards of the Coast, Inc. and White Wolf Games, Inc 
Netrunner’ is a trademark of R. Talsorian Games, Inc. Netrunner" is produced by Wizards of the Coastinc. under license from R. Talsorian Games, inc. Battletech" is a trademark of of FASA. The BattleTech universe is owned by FASA Corporation and is used 


by Wizards of the Coast under license. Most product names are trademarks owned by the companies that publish those products. Use of the name of any product without mention of trademark status should not be construed as a challenge to such status. 


95 APRILI997 THE DUELIST 


Hours Mon-Fri 10 a.m. - 10 p.m. EST 
Phone: 1-606-878-2936 
Fax: 1-606-878-9061 
email: renvhoek@aqvault.com 
Website: http://www.aqvault.com 


MONTHLY SPECIALS  utsingtes ve/um 


» Blaze of Glory $22 
) Booster Boxes: ice Age Lord of Tresserhorn $8 Camouflage $8 
Booster $69, Mirage $CALL, Mana Crypt $22 Consecrate Land $10 
$CALL, German Revised Marton Stromgald $4 Gauntlet of Might $85 
$139, Star Wars Limited $69 Polar Kraken $4 Ice Storm $20 
Preacher $12 Iilusionary Mask $25 
Psychic Allergy $5 Jade Statue $19 
Sewers of Estark $3 Lich $29 
Skeleton Ship $7 Psionic Blast $20 
Skull of Orm $4 Raging River $26 
Stone Calendar $7 
Sustaining Spirit $5 
Thought Lash $3 
Tracker $6 


\ Common Sets: Arabian 
= (26 cards) $59, Beta $145, 
Dark $12 Legends $49 


Black Boarder Booster 
Packs: Spanish 4th $6, 
Italian Dark $3, French 
Revised $9, Italian 
Legencds, $12 


Mirage Rares 
$3, or 4 for $10 
Abyssal Hunter 
Afiya Grove 
Amber Prison 
Barreling Attack 
Bone Mask 
Circle of Despair 
Cycle of Life 
Daring Apprentice 
Discordant Spirit 
Divine Retribution 
Early Harvest 
Emberwilde Caliph 


Unlimited Singles 
Tournament Legal 
Conditions 

Berserk $30 
Cyclopean Tomb $39 
False Orders $1 
Forcefield $69 

ley Manipulator $16 
Invisibility $2 
Sinkhole $8 


All Cards VF/NM 
Balduvian Horde $15 
Deflection $8 

Elder Druid $3 

Ghostly Flame $3 

Helm of Obedience $12 
Hidden Path $6 
Karplusan Yeti $3 
Lhurgoyf $6 


c/o The Mint Card Company * 7452 BGA Blvd., Glen Burnie, MD 21061 


Tel: (410) 766-5841 ¢ Fax: (410) 582-9738 


Email: clyve@clark.net 


Visions 


Call for this weeks special! 


We Buy and Sell Single cards from all M:TG sets! 
Complete Sets! 
Current boxes of M:TG available. 

Arena and Sewars of Estark available. 
CALL FOR THE LOWEST BOX PRICES AROUND! 
Your Galactic Empires™ source 
Monthly tournaments in the Balto-Wash area 


Check/M.O./MC/VISA/DISCOVER accepted. 


Wizards of the Coast", Magic The Alliances”, 
Netrunner* is a trademark of R. Talsorian | Netrunner* is. 
by Wizards of the Coast under license. Most names are 
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Write, email, or fax (don't call) for our FREE Magic catalog! 


253 Reynolds Rd., Keavy, KY 40737 


Grim Feast 

Hakim Loreweaver 
Harbinger of Night 
Jabari's Influence Ins 
Kukemssa Pirates 
Leering Gargoyle 
Miser's Cage 
Paupers’ Cage 
Political Trickery 
Polymorph 
Prismatic Lace 
Rashida Scalebane 
Sawback Manticore 
Seeds of Innocence 
Spectral Guardian 
Tainted Spector 
Teferi's Imp 
Tereri’s Isle 

Telim Tor's Edict 
Uktabi Wildcats 
Warping Wurm 
Wellspring 


Dark $3.50, or 5 for $15 


Amnesia, Apprentice 
Wizard, Cleansing 


ames 


Fellwar Stone 
Frankenstein's Monster 
Grave Robbers 

Lurker Mana Clash 
Mana Vortex 

Merfolk Assassin 

Niall Silvain 

Rag Man Reflecting 
Mirror Safe Haven 
Scarwood Bandits 
Season of the Witch 
Sorrow's Path Wand of Ith 
Witch Hunter 

Worms of the Earth 
Wormwood Treefolk 


Black Border Foreign 
Demonic Tutor $8 
Disenchant $2 

Evil Eye of Orms-by-Gore $3 
Fireball $2 

Lightning Bolt $4 

Mana Drain $22 

Planar Gate $8 

Relic Barrier $4 

Sword of the Ages $15 
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Singles—Sets—Boxes 
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: Visions, is the newest limited edition expansion 
FRE ATT Mi Set for Mirage and Magic: The Gathering’. Visions 
iv = 3h Wit 2 features over 160 new cards with beautiful art and 
: challenging strategy. 
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4 
Ce ac . Overwhelming firepower. Superior combat tactics. Thirty-foot killing 
Specializing in machines. This fall, the field belongs to the BATTLETECH trading 
H e card game...and you're in the drivers seat. Do you have what it takes 
‘ great service to survive? Play the trading card war game of the future. Starter decks { 
} contain everything you need to play including dice and counters. 
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Avalon Hill Enor Hogshead Last Unicorn Ral Partha White Wolf 

Black Dragon Press FASA Holistic Design Optimus Design Systems Reaper Wizards of the Coast 
Casino Books Fleer/Skybox Publishing Mayfair Rembrandt Wildstorm 
Chaosium Flying Buffalo Iron Crown Palladium R. Talisorian Games Wizard Press 
Companion Games FPG Enterprises Phage Press Serye Magazine Wordware Press 
Daedalus Studio Geo Hex Kenser & Company Pinnacle TSR. Xeno Games 


as 
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EXST COAST] | F 


CARDS & COLLECTIBLES 


STAR 

P.O. Box 4014 + 31A Somerset Place * Clifton, New Jersey 07012 A el 
Tel: (201) 773-3737 * (201) 365-0610 + 24 hour Fax: (201) 773-3707 MBS 
Monday-Friday: 10-6 EST * Saturday: 10-3 EST } COSTOAMIARLL CARD CAME 


YOUR #1 SUPPLIER FOR GAMING CARDS! 
UPCOMING RELEASES 


Visions” * Battletech” * X-Files” *Q-Continum™ |] | 

Current Additional Games: a} 

Fourth Edition boosters and starters BattleTech® 

Alliances” boosters Dragon Dice” and expansions 

Antiquities® boosters, packs, and sets Middle-earth F | 

Arabian Nights” packs and sets rt hated & expansions } 

Chronicles™ boosters Star TrelcThe Next | 

The Dark® boosters, packs, and sets Generation® ; 

Fallen Empires™ boosters and sets Star Wars® 

Homelands” boosters X-Files : | 

Ice Age™ boosters and starters ; 

peice) boosters, packs, and sets TATATY A. ws | Come visit our huge retail store . | 
ge boosters and starters io VJ: iN =) : Int’ orders accepted! | 


Multiverse International Gift Box™ 


Revised™ boosters and sets GICc. A 
WOTC Pro Tour Collection Sets Hy [== : : 
Gaming & MTG Supplies AReaic \\==/ Major League Entertainment 


Always preselling the newest and hottest games! ea oe West Saginaw Hwy - Lansing, MI 48917 | 
Ask for FREE merchandise with every order! ; cys pi 323-3299 + Fax (517) 321-6389 
| 


World Wide Web Home Page: http://www.wwcd.com/eccc.html 


Wizards of the Coast’, Magic:The Gathering’ Mirage”, Alliances", Homelands", Chronicles”, (and all others) are trademarks of Wizards of the Coast, Inc. Vampire: The Eternal Struggle” Is a trademark of Wizards of the Coast, Inc. and White Wolf Games, Inc. 
Netrunner* is a trademark of R. Talsorian Games, inc. Netrunner* is produced by Wizards of the Coast,tnc. under license from R. Talsorian Games, inc. Battletech’ is a trademark of of FASA. The BattleTech universe is owned by FASA Corporation and is used 
by Wizards of the Coast under license. Most product names are trademarks owned by the companies that publish those products. Use of the name of any product without mention of trademark status should not be construed as a challenge to such status. 
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If I Go, You Go 


ur opponent is Chris. Not having a deck on you, 


you threw one together out of cards you've been try- 

ing to trade away. You were doing okay, but Chris’s 
Goblin deck quickly overtook you. Island Sanctuary and 
Illusions of Grandeur saved you for awhile, but as of this 
upkeep, you are unable to pay the Illusions’ cumulative 
upkeep and you're destined to lose at the end of the current 
upkeep. But just because you're going to lose, doesn’t mean 
Chris has to win. It is the beginning of your upkeep. See if 
you can take Chris down with you as you go. 


DIFFICULTY 
hye ASO oe 


CHRIS (WHITE/GREEN/RED) 


Scarwood Goblins 


2/3 (due to Jacques Levert 


Forest Mishra’s Factory 


with Evil Presence 


YOU (BLACK/BLUE/WHITE) 


Underground Sea Scrubland Sol Ring 


Goblin Shrine @@@ 
As long as target land is a 
mountain, all Goblins get 
+1/+0. If Goblin Shrine 

|| leaves play, it deals 1 dam- 
age to each Goblin. 


Balduvian Shaman e 
@: Permanently change the text of 
target white enchantment you con- 
trol that does not have cumulative 
upkeep by replacing all instances of 
one color word with another. 
For example, you may change 
“Counters black spells” to 
“Counters blue spells.” Baldu- 
vian Shaman cannot change 
mana symbols. That enchant- 
ment now has Cumulative 


Upkeep: ®. 
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Green Scarab # 
Target creature 
gets +2/+2 as 
long as any 


opponent con- 


Arenson’s Aura Norritt 1/1 
trols any green 
cards. That 
SE ae INVOKED CURRENT UPKEEP: 14 


be blocked by 
green creatures. 


Spectral 

Shield 2Het 
Target creature gets 

+0/+2. That creature 
cannot be 
the target 
of further 
spells. 


Island Sanctuary Illusions 
of Grandeur 


36 LIFE REMAINING 


Goblin Ski Patrol Mon’s Goblin Raiders Scarwood Bandits Jacques le Vert 
1/1 1/1 1/1 1/1 2/2 3/2 


Snow-Covered Mountain (2) Plains Implements Gauntlets of Chaos Arcum’s Weathervane Alchor'’s Tomb 
One with Goblin Shrine of Sacrifice 


Stolen by Bandits 


8 LIFE REMAINING 


Tundra (2) Plains (2) Mana Vault Basalt Monolith 


CURRENT UPKEEP: 1 


Mole Worms 1/1 Musician 1/3 Balduvian Balduvian Justice 
with Green Scarab with Spectral Shield Conjurer 0/2 Shaman 1/1 


YOUR HAND 


Seasinger 0/3 


Relic Barrier Ashnod’s 


Transmogrant Transmutation Enchantment Magical Hack Sleight of Mind 
Alteration 
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Blighted Shaman 


ummon Shar 


rifice a lan 
ts +1/+1 until « 


Not Right! 


Seedling Charm rf r " : 


fel 


DIFFICULTY 


Instant 


Flip a coin; target opponent 

heads or tails while coin is in th 

If the flip ends up in your favor, target 
creature gets +1/+1 until end of turn 


Choose one — Return target 
creature enchantment to owner’s 
hand; or regenerate target creature; 
or target creature loses flying until Draw a card at the beginning of the 
end of turn. Be next turn’s upkeep. 


ile searching through a supply closet 
one day, I came upon a box of defec- 
tive Mirage and Visions cards. See if 
you can discover the numerous mistakes that 


squeaked by the early proofreaders. 
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Sacrifice two creatures: Destroy 


Haunting Apparition has power 
equal to the number of green 
creature cards in target opponent's 
graveyard. 

My menions serve me t igh 
no one.” —“Shhaku, Endbrin 


Mus, Pat Morrissey 


9A Weert ae Cnet a A gees os 


Flying 

During your upkee 
you control to own: 
Whirlpool! Djinn 


Whenever Mindbender Spores blocks any 
creature, put four mold counters on that 
ature. During its controller's untap 

y the 
creaiure has any 

: 9s Not untap 
during its controller's untap phas 


Illus. lan Miller 


LORA (WHITE/GREEN) 34 LIFE REMAINING 1 CARD REMAINING IN HAND 


Supreme Sacrifice 


our opponent is Lora. The two 
of you have been playing an Jamuraan Lion River Boa King Cheetah Quirion Ranger 
all-Visions game. Thanks to mi i wa i 
a number of Juju Bubbles, she has 
managed to gain a lot of extra life. 
Nonetheless, you realize that you can 
defeat her in a single turn. It is the 
start of your main phase. Defeat Lora 
before the end of the turn without 
dying yourself. 


Karoo Forest Jungle Basin 


YOU (BLACK) 1 LIFE REMAINING 


Everglades (3) Swamp (6) Crypt Rats Fallen Askari Python 
/1 2/2 3/2 
YOUR HAND 


Funeral Charm oa 
Choose one — Target player chooses and dis- 
cards a card; or target creature gets +2/-1 until 
end of turn; or target creature gains swamp- 
walk until end of turn. (If defending player con- 
trols any swamps, that creature is unblockable.) 


Forbidden Ritual 299 
Sacrifice a card in play: Target opponent : . 2 
loses 2 life unless he or she sacrifices a Dark Privilege Death Watch Funeral Charm 
permanent or chooses and discards a card. ‘ann 
You may repeat this process as many times 

as you choose. 


Kaervek’s Spite @ee 
Sacrifice all permanents, Discard your hand: 
Target player loses 5 life. 


Forbidden Ritual Kaervek's Spite 
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Step-by-step 
solutions to last 
issues “Magic: 


The Puzzling” 


by Mark Rosewater 


So, I’m on the plane flying to 

Sri Lanka (you know, to find my 
missing fiancée, whose supposed 
death I've been framed for), 
when the pilot says over the 
loudspeaker, “Excuse me, ladies 
and gentlemen; I’m sorry to 
report that we're going to be 
having a slight delay in our flight 
plan, as three armed terrorists are 
holding revolvers to my temples. 
I apologize for any discomfort 
this may cause.” Well, to make a 
long story short, I ended up get- 
ting tossed out of the plane when 
one of the gun-toting hijackers 
recognized me as “the guy that 
makes those impossible puzzles 
in The Duelist.” Thanks to an 
impromptu parachute made out 
of my flannel shirt, I survived, 
but I am now stranded on a 
deserted tropical island some- 
where in the Indian Ocean. I 
have included the solutions to 
last issue’s puzzles in a bottle in 
hopes that it somehow makes it 


to my editor. 


Before the Storm 


Published in Duelist #15, p. 98 


! Coins * —. e alia 
Phar Sony tay RTA Spe Dee 


Hill Giant. | apologize for the mistake and hope to be more vigilant in the future. 


remove all of Brandon’s mana producers during his upkeep. In order to accom- 
plish this, we need to start by identifying what those mana producers are. Bran- 
don has one mountain, one snow-covered mountain, four Badlands, a Jeweled Amulet 
(with a red mana charge), a Basalt Monolith, and a Sisters of the Flame. Remember 
that we need not destroy all of the mana producers; we just need to ensure that they are 
not usable come Brandon's upkeep. 
1) Tap an island to add one blue mana to 
your mana pool. 
2) Tap and sacrifice your Strip Mine to 
destroy one of Brandon's mountains. 
3) Tap Mole Worms to tap another of 


Brandon’s mountains. 


T= puzzle’s objective is different from most. The key to victory in this duel is to 


still be used during the draw phase, allow- 
ing you to use the end of the upkeep phase 
to clear Brandon's mana pool. 

7) Tap two swamps, two Underground 
Seas, and an island and remove four 
counters from Iceberg to add two 

4) Tap Xenic Poltergeist to animate black, three blue, and four generic 
Jeweled Amulet. This makes it a 0/0 mana to your mana pool. 
creature, killing it. 8) Use one black mana to cast Dark 
5) Use one blue mana to cast Unsum- Ritual to add three black mana to 
mon on Sisters of the Flame, return- your mana pool. 
ing it to Brandon’s hand. If Brandon 9) Use two generic mana to tap and 
has put any mana in his pool in activate Crown of the Ages to move 
response to you tapping or destroying Seizures from Norritt to Wall of Heat. 
his mana producers, let the upkeep 10) Tap Ashnod’s Transmogrant to turn 
phase end and clear the mana pool, Wall of Heat into an artifact creature 
burning Brandon in the process. (and add +1/+1 to it, making it a 3/7 
6) Tap Phyrexian Gremlins to tap Bran- creature). 
don’s Basalt Monolith. In response, 11) Use one blue and two black (used as 
he may add three generic mana to his generic) mana to cast Infuse on 


mana pool. If he does so, just do noth- Phyrexian Gremlins. 
ing and let him take three mana burn 12) Tap Phyrexian Gremlins to tap the 
when his draw phase ends. Wall of Heat enchanted with Trans- 


Since Brandon can dump mana into his 
pool in response to your Gremlins and/or 
Unsummon, you need to be able to clear 
your mana pool. Luckily, fast effects can 


mogrant. This forces Brandon to pay 
three mana (since he can’t afford to 
take 3 damage). We assume he taps 
three more lands. 


By tapping Seizures, you force Brandon 
into wasting mana, since he is unable to 
take the damage if he doesn’t pay. 

13) Use one blue mana to cast Mind 
Bend on Norritt, changing the word 
“blue” to “red.” You now have four 
black, two blue, and two generic 
mana in your mana pool. 

14) Tap the sleighted Norritt to untap 
Wall of Heat. 

15) Use one blue and two generic mana 
to cast Infuse on Crown of the Ages, 
untapping it. 

16) Use two black mana (used as generic) 
to tap and activate Crown of the Ages 
and move Paralyze from the Hill 
Giant to Wall of Heat. The Wall will 
now tap. We assume Brandon taps his 
last three untapped lands to pay for 
the Seizures. Brandon now has no 
mana producers left and will die next 
upkeep from the Cursed Land. 

Once again you force Brandon to pay 

mana to avoid dying to the Seizures 

effect. The Crown of the Ages trick 
works because it causes the Paralyze to 
act as if it were just cast (tapping the 

Wall of Heat in the process). 


Just a Phase 
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nce you do the math for this 
puzzle, you should realize very 
quickly that you cannot hope to 


deal 39 damage without several of the 

cards in your library. Most importantly, 

you need the Howl from Beyond to do 
the majority of the damage and Final 

Fortune to get the extra turn you need to 

complete the task. 
End of Didt’s turn: 

1) Tap three swamps, two islands, and a 
mountain to add three black, two 
blue, and one red mana (all but one 
blue used as generic) to your mana 
pool. 

2) Lose 1 life to activate Spatial Bind- 
ing and prevent the Gaseous Form 
on your Sandbar Crocodile from 
phasing out until your next upkeep. 
You are now at 1 life. 

3) Use four generic mana and tap both 
Mana Batteries to put an appropri- 
ate counter on each. The Black 
Mana Battery now has eleven coun- 
ters, and the Blue Mana Battery has 


three counters. 

4) Tap Breathstealer to have Krovikan 
Plague deal 1 damage to Didi’s flying 
Wall of Shadows, destroying it. This 
puts a—0/—1 counter on Breath- 
stealer. The Breathstealer is nowa 
2/1 creature. 

5) Use one blue and one generic mana 
to cast Reality Ripple on your Sand- 
bar Crocodile. The Crocodile phases 
out, but due to Spatial Binding, the 
Gaseous Form does not phase. 
Without a legal target to stay in play, 
it goes to Didi’s graveyard. 

Removing Gaseous Form is important, as 

you will need to attack with the Croco- 

dile next turn. 
Your untap phase: 

6) Your Sandbar Crocodile phases in. 
Your upkeep phase: 

7) Tap two islands to add two blue 
mana to your mana pool. 

8) Tap Breathstealer to have Krovikan 
Plague deal 1 damage to Didi’s other 
Wall of Shadows, destroying it. This 
puts a second —0/—1 counter on 
Breathstealer, reducing its toughness 
to 0 and destroying it. Put both the 
Breathstealer and Krovikan Plague 
in your graveyard. Upon hitting the 
graveyard, Casting of Bones forces 
you to draw three cards and discard 
one. Draw Feast of the Unicorn, 
Syphon Soul, and Final Fortune. 
Discard Feast of the Unicorn. 

Using the Krovikan Plague to destroy 

Didi’s Wall of Shadows has an additional 

effect (always a plus in the puzzles): it 

goes to the graveyard when it kills 

Breathstealer, the creature it enchants. 

9) Use two blue mana to put Krovikan 
Plague on Hakim, Loreweaver. This 
triggers the cantrip effect of 
Krovikan Plague. 

10) Tap Hakim Loreweaver to deal 1 
damage to Wall of Vapor, destroying it. 
This puts a—0/—1 counter on Hakim, 
Loreweaver, making it a 2/3 creature. 

Not only is the ability of the Krovikan 

Plague important but also its cantrip 

effect nets you a needed card. 
Draw phase: 

11) Draw Dark Ritual. 

Main phase: 

12) Tap three swamps and two moun- 
tains to add three black (two used as 
generic) and two red mana to your 


a, ae 


a 


mana pool. 

13) Use two black and one generic mana 
to cast Syphon Soul on Didi. You 
gain 2 life, raising your life total to 3. 
Didi is now at 37 life. 

This is necessary, as you need to use your 

Spatial Binding again. 

14) Use two red mana to cast Final For- 
tune. You gain an extra turn. If you 
are unable to win the game during 
that turn, you will lose the game. 

15) Attack with your Sandbar Crocodile, — 
dealing 6 damage to Didi. She is now 
at 31 life. 

16) Lose 1 life to activate Spatial Bind- 
ing and prevent your Sandbar Croc- 
odile from phasing out until your 
next upkeep. You are now at 2 life. 
Your additional turn begins, and you 
have a new untap phase: 

17) Due to Spatial Binding, your Sand- 
bar Crocodile does not phase out. 
Your upkeep: 

18) Draw your card from your cantrip 
(Krovikan Plague). It is Telim’Tor’s 
Edict. 

19) Tap two islands and one mountain to 
add two blue and one red mana to 
your mana pool. 

20) Use one red mana to cast Telim’Tor’s 
Edict and destroy the Krovikan 
Plague on your Hakim, Loreweaver. 
You draw a card next turn (although 
you need not worry about it, as you 
won't have a next turn). 

21) Use two blue mana to put Feast of 
the Unicorn on Hakim, Loreweaver. 
Hakim is now a 6/3 creature. 

Draw phase: 

22) Draw Howl from Beyond. 

Main phase: 


23) Tap three swamps and one mountain, | 


and tap and remove all counters 
from both Mana Batteries, to add 
fifteen black, four blue (all used as 
generic), and one red mana to your 
mana pool. 

24) Use all twenty mana to cast a 19- 
point Howl from Beyond on your 
Sandbar Crocodile. Attack with your 
Crocodile and Hakim, Loreweaver 
to deal 31 damage to Didi, winning 
the duel by reducing her to 0 life. 

As promised, the Howl from Beyond 

combined with the extra turn from 

Final Fortune is just enough to finish 

Didi off. * 


COMMENTARY 


Of Mice and Men 


ne of the easiest ways to improve your game-playing 
experience is by using “handicaps.” To take a handi- 
cap in a game means to play with some advantage or 
disadvantage. Handicaps are often used in games 
played between people of disparate skills. They help 
to make the game more fun for all players, not just 
the best players. 


I've been thinking about handicapping lately because I have 
been playing Warcraft IT a lot, and the disparity in skills 
between players I play with is profound. We play 
the game with teams, so the most obvious 
way of handicapping is by evenly distrib- 
uting less experienced players and more 
experienced players on the teams. 
Teams are often difficult to balance, 
sO we sometimes compel one or more 
players to play Humans instead of 
Orcs (which is regarded as a handicap 
around here). Or we'll give one team 
fewer people. Or give a person or a 
team a head start. 

I have found that I want to keep my sta- 
tus as a weaker Warcraft I player, not so I get a 
good handicap and win more often, but because it 
gives me more freedom to experiment with new strategies. An 
excellent player is expected to deliver something big to the team, 
but as a weaker player, it is a bonus for my team when I do well. 

In other games I enjoy playing with a disadvantage since I 
always love a new challenge. When I play Magic at conventions, 
I often simply strip a couple of starter decks, and it is amazing 
how many times I can still win. In the wrong environment (like a 
professional tournament), this is a formula for failure, of course, 
but usually I can challenge a good chunk of the audience. 

The first game in which I really appreciated handicapping was 
squash. I resisted handicaps for a while, figuring that if we were 
playing to 15 and I began with 10 points, I could just as easily 
play the game evenly instead and call it a victory if I scored 5 
points before my opponent scored 15. That way, I would not 
deprive myself of a “legitimate” victory if 1 could get one. When I 
finally gave in and decided to try beginning the game with 10 
points, the whole game improved for me. Before applying the 
handicap, our games may have run close, but only because my 
opponent could afford to be sloppy. With the handicap, my 
opponent could no longer afford to be careless; 1 made him work. 
I realized that I had accumulated some bitterness simply because 
it had been so easy for him to beat me. The handicap made my 
victories really count, and when my opponent beat me, he had 
worked up a decent sweat. 
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LOST IN THE SHUFFLE 


ee 


by Richard Garfield 


In New Rules for Classic Games, Wayne Schmittberger illus- 
trates a healthy attitude about handicaps. His method of handi- 
capping is to play games in sets of three; if one side sweeps, then 
the handicap is adjusted accordingly. In this way a player com- 
petes against his or her own handicap as much as against his or 
her opponent's. 

With many games, it’s difficult to impose a handicap while 
keeping the spirit of the game intact. For example, chess players 

are often handicapped by altering their starting pieces. 
This can completely throw off an experienced 
player. Also, this method of handicapping 
doesn't scale very well. Chess is some- 
* times handicapped by allowing the 
weaker player more time on the 
clock. This scales better and proba- 
bly maintains the game better, but it 
does change the game (speed chess 
is a different animal from chess), and 
it requires a clock. 
Magic is another game that is diffi- 
cult to handicap. There are many 
approaches, most of which probably change 
the game experience in ways that are just too 
fundamental for some players’ tastes. The most 
obvious method, beginning with more or fewer life points, has a 
lot of problems. It is easy to take advantage of someone begin- 
ning with 15 life, and the difference between starting with 20 and 
25 is actually pretty small in most environments. Similarly, begin- 
ning with more or fewer cards is usually not very satisfying. 

The best handicap in Magic probably lies in the decks you 
allow yourself to play. As I mentioned above, in many environ- 
ments I restrict myself to two starter decks. A less extreme handi- 
cap would be to limit yourself to two of any card, to play Ice Age 
only, or to make yourself play with four Creature Bonds. In lim- 
ited environments people often institute some form of draft at 
the end of a season that allows poor performers to improve their 
decks more than the winners. 

If you consistently lose a particular game, you might consider 
asking for some sort of handicap. There’s no shame in not being 


the strongest player; any game of skill will have a large range of 


players. You can take pleasure in watching your handicap 
decrease as you improve, and in seeing your opponents sweat as 
they attempt to hold you off at a disadvantage that is harder and 
harder to overcome. ® 


ILLUSTRATION BY TONY DITERLIZZI 


14 Reasons 
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1. Dice never get used as coasters. 
2. Dice never blow away on a windy day. 
3. Dice never rip. 


4. You don’t have to keep your dice in a 


es “%, UV-protected hyperbaric pressure-controlled 


Ys see -lined hermetically-sealed room to 
< proteet them from the world. 
x 

You Gan actually play with them. 


>». No one has figured out a way to make a 
killer dice pool, so you can be sure that your 
game will last longer than 32 seconds. 


ey 


7 


6. Dice don’t make a cool noise when your 
little brother tries to put them in the spokes 
of his bicyele 


— 


CD 


7. Dice do maigedol noise when they rattle in 
your hand, Meaeross a tab! 
8. You'll never Magiededie with a stray pencil mark. 


so) 


Dice, when sprinkled on your 1 pear room E100 or, 
can deter barefoot bur a from s 


face of a re 


13. If you can figure out® 
y. die, we'd like to see if 
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